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PETE VENTERS 


his issue we announce the intro- 
duction of premium cards to 
Magic. This is a touchy issue for 
many people, so I felt it was 
important to take this month’s column to 
address concerns people might have. 
“Why not just call them chase cards?” 
Because that would be misleading. 
Chase cards are extremely rare, unique 
cards that players must “chase” down. 
While a premium card is a nicer version 
of a normal card, it is still the same func- 
tional card. There is no dif- 
ference for play between 
the premium Simian 
Grunts and the normal 
Simian Grunts. Both 
have the same art and 
text. Both function identi- 
cally in play. 
“We were happy before. Why 
’ change things?” 


While players may have been 
‘ happy, the same can’t be said about 
collectors. Due to extremely limited 
print runs early.in Magic’s life, Magic 
was once very collectable. Today that’s 
no longer so. Collecting’a-full set of even 
a large expansion is rather simple. We 
receive many complaints from collectors 
that the game isn’t interesting any more 
as a collectable. 

The problem was simple. How can we 
make the game more collectable for col- 
lectors without hurting players who cared 
solely about the game? The answer was 
to create cards that function differently 
for collectors but the same for players. 
The premium cards return the excite- 
ment of collectability (collecting a full set 
is a huge challenge) without hurting 
game play. 

“But this does affect players. Players will 
want to play with premium cards.” 

Yes, players will want to play with pre- 
mium cards. However, this reflects a style 
preference rather than for playing pur- 
poses. If you throw a tournament deck 
together at the last moment, it’s irrele- 
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oiled Again 


vant whether you use a premium Simian 
Grunts or a normal Simian Grunts. 

When you start seeking premium 
cards for style, you become a collector. 
Yes, acquiring premium cards will 
require extra work and/or money, but— 
and this is the most important part— 
players who do collect premium cards 
will do so because they want to, not 
because they have to. 

“Isn't this just a scheme to make more 
money from Magic?” 

Will premium cards drive sales? We 
hope so. The entire point of making 
them is to excite collectors enough that 
they buy more cards. Wizards of the 
Coast is a corporation and, yes, we do 
try to make a profit. The real question to 
ask is: “Are we making collectors happy 


~at the expense of players?” I believe the 


answer is no. 

We have worked hard to make sure 
the premium cards do not affect players 
negatively. In fact, we believe premium 
cards add extra value to the cards for 
players. The cards cost the same, yet 
now you have the chance to open up a 
pack and find a premium card (approxi- 
mately one common premium card in 
every 12 packs, one uncommon pre- 
mium card in every 20 packs, and one 
rare premium card in every 40 packs). 
Assuming premium cards are worth 
more than their normal counterparts, 
players simply get extra value for no 
extra cost. 

As you can see, we've put a lot of 
thought into the introduction of pre- 
mium cards. They were made to add 
value for collectors without forcing play- 
ers to buy extra cards. The biggest shock 
will probably be that some players will 


realize they are also collectors. 


EN) Seis Cae 


Mark ROSEWATER 
Editor in Chief 
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IKA-PIKA-CHU, WHERE 
RE YOU? 
Dear Editor: 
am an eighth-grader at 
Shepard Junior High 
School who loves The 
Duelist. 1 was very happy to 
ee the addition of The 
Duelist Oracle in issue #31. I 
hink that it is a wonderful 
dition because now I can 
e all of the Type 2 
xards-speak, “Stan- 
d.] tournament 
glance, unlike Scrye 
, where I have to 
h every Magic 
ade to find legal 
new format is also 
sting. I like how 
“What's New?” 
and “Magic: The 
up to the middle. 
don’t put a gate- 


Pokémon game 
out soon and it 
intriguing. Will 
y articles on it 
uld like to know 
t it. Could you 
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rite this, it’s the waning days of 

is long-forgotten year. Today, there may yet be 
n NBA season. We’re watching the first Star Wars: 
Episode One trailer. The moon still rests comfort- 
bly in its orbit. The early winter chill is begin- 
ing to bring the ever-present deathsmell of the 
earby stockyards down to a manageable level. 
nd our president is still named “Bill.” Anyway, 
e’re proud to offer you a relic of. our dimly- 


remembered era: the last “Box 707” produced dur- 


also show what a card looks 
like in English? The cards in 
Duelist #30 whet my appetite 
and I would like to see more 
pictures. 

Sincerely, 

Brian Klein 

Deerfield, Ilhinois 


WELL, OKAY, since you asked 
really nice, we've included a 
Pokémon blowout starting on 
page 52. Hope you enjoy it! 


Only potreands will be accantcd as legal entries. The 


Party Like It’s 1999 


ysterious denizens of THE 


HIT ’EM WITH A COMBO 
Dear Duelist, 

he other day, some friends 

and I were having a few 
M:tG duels, and one person 
in particular kept complain- 
ing, “The game would've been 
different if 'd gotten my awe- 
some combo out.” That got 
me thinking. I looked through 
some back issues of The 
Duelist and some other gam- 
ing magazines. I found several 
articles on sideboards and 
deck construction as well as 
some familiar themed decks 
like land destruction and the 
ever-popular Necro-deck... 


but nothing-on-simple;-easy;—— 


effective combos and how to 
find them. Yes, the 
Atog/Ornithopter/Enduring 
Renewal/Fling combo /ooks 
good, but unless you get all 
those cardsin your hand or 
out by turn five, it’s not going 
to happen because your 
opponent will figure out 
what you're 


doing. Sol 


winner will be randomly selected from all correct 
entries. Postmark deadline is March |, 1999. Remem- 


ber, the symbol must match this one 


exactly! 


Contest only open to residents qf the U.S. 
(except Rhode Island) and Canada (except Quebec). 


was wondering—maybe 
someone at The Duelist could 
do an article on combos that 
look good, and combos that 
work. 

A piece on creating man- 
ageable, playable, and work- 
able combos would be 
interesting and help younger 
players who don’t have the 
cunning and treachery that 
more experienced gamers 
have. Perhaps this would pro- 
duce a better caliber of player, 
and keep me from waiting for 
them to pull their five-card 
combination. 

Thanks, 
Jon Ballantine 
Hillman, Missouri 


YOU JUST MISSED IT! Check 

out our-last- issue; Duelist #34, 

for an in-depth look at creating 
combos and using them to put 
the hurt down. 


KEEPING UP WITH 
THE LISICAS 
Dear Makers of The Duelist 
Magazine, 
I am a Magic: The Gather- 
ing player who relies heav- 
ily on the information from 
your magazine to tell if 
my cards are rare, how 
much they’re worth, etc. I 
have a magazine but it is from 
early September. I need a 
magazine that is new and 
updated. I would highly 
appreciate it if you could 
please send me a new 
Duelist to the address above. 
Thank you, 
Matt Lisica 
Texas City, Texas 


HMM, LET’S SEE, [just 
pass your subscription card on to 
our circulation manager... wait! 
There's no card! You think we 
just give these things away? 
What do we look like, InQuest? 


[ 


Extended Constructed format. /A¥ 
$250 awarded to the first-place finisher in each tournament. i | 
Check the Wizards of the Coast® website for complete event listing. /A 


Qualifier tournaments are only open to players who have not yet qualified for Pro Tour-New York. /A¥ 


: 
Step up./ Qualify. 


All you need is/a deck and some game. 


Division Payouts 


Bonus prize awarded to the 
top finishers with a highest 
lifetime Extended rating level 


of 1700 or under. 


Questions? Call (800) 324-6496, 


or visit <www.wizards.com/ProTour>. 


MmciworLpcou YAHOO! 
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AAS WASLANDER, 
AOS. Gameplan? What 
e the card Temper. I am 
oung Dutchman who just 
arted on Magic. Little experience, lots of 
enthusiasm, of which the following is the 
result. Brace yourselves! 
MAGIC 
Let’s gather! 
Sorcerers! Join me! 
As we gather for the fight! 
The colour clash, the colourbash! 
White: Pale as your face. 
Red: As your blood. Spilled. 
Green: As the newcomer. 
Black: As your future. 
Blue: As in water, as in wet, as in sweat! 
These are the colours that make you! 
These are the colours that break 


WHAT THE HELL? Jeez, I step away from 
the mailbox for one freakin’ second and some- 
thing like this happens. Sorry folks. Won't 
happen again. 


MCNEIL ISLAND CORRECTIONS CENTER 
BLUES 
Hello Wizards, 
agic is very big in prison. Bigger than 
D&D. 
Ernest Kitt 
McNeil Island Corrections Center 
Steilacoom, Washington 


‘THANKS FOR WRITING, everybody! Now 
excuse me, I need to go bake Mr. Kitt a cake 
using my special recipe... 


History is Written 
by the Winners! 


URZA’S MANA HUNT—#32 
ark S. Hall of Bettendorf, Iowa, will 
receive a pipin’-hot box of Urza’s Saga 
boosters for finding the mana symbol hid- 
den on page 64. Congratulations, Mark! 


URZA’S WALKING PAPERS CONTEST—#314 
e asked you for your best mono-color 
Urza’s Saga—only decks. They had to 

include 60 cards and at least one artifact. 

Here are the top 15 decks chosen by our 


crack squad of judges: 

Red 

Grand Prize: Benjamin Lee, Asheville, North 
Carolina—“Cycle Attack” 

First Prize (1): Matt Rossheim, Sarasota, 
Florida—Raze the Earth” 

First Prize (2): Mark MacGregor, Beaver 
Bank, Nova Scotia—“Shivan Suicide” 

White 

Grand Prize: Robert Fundora, Miami, 
Florida—“Neverending Crusade” 

First Prize (1): Edward Yiu, Elmhurst, New 
York—“Lifeline” 

First Prize (2): Sir Chalith, Sidney, New York— 
“The Cathedral of Serra” 

Green 

Grand Prize: Tom Hoke, Ridgefield, Washing- 
ton, “Sleepy Green” 

First Prize (1): Joey Anderson, Lismore, Min- 
nesota, “Argoth” 

First Prize (2): Jose M. Otegui, Miami, Florida, 
“Hide and Seek” 

Blue 

Grand Prize: Jeremy Wright, Florence, Ari- 
zona, “Blue Steel” 

First Prize (1): Derek Monner, Bellevue, Iowa, 
“Mind-Numbing Blue” 

First Prize (2): Chris Robertson, Colorado 
Springs, Colorado, “SomnoCloak” 

Black 

Grand Prize: Quynh T. Nguyen, Silver Springs, 
Maryland, “You're Grounded” 

First Prize (1): Peter Rollenhagen, Cleveland 
Heights, Ohio, “Oath of the East” 

First Prize (2): Sir Chalith, Sidney, New York, 
“Phyrexian Wastes” 

Congratulations, deck designers! 


Comments? Questions? 


Pokeéballs? 


Send your thoughts to “Box 707” 

clo The Duelist, P.O. Box 707 

Renton, WA 98057-0707 

or to <duelist@wizards.com>. 

Please include your name, address, and phone 

number for verification purposes. Letters may be 
_ edited for length and clarity. 


MARCH 1999 THE DUELIST 


Rosewater 
ll McDermott 
Cory Herndon 
m Editor: David Noonan 
Michael Mikaelian 
Selby 


: Beverly Marshall Saling, 
y Dommermuth, Michael G. Ryan, 
lennifer Clarke Wilkes, Jessica Beaven 


wers: Shawn F. Carnes, 
iff Elias, Glenn Elliott, Mike Elliott, 
h, Jim Lin, Joel Mick, Kyle Murray, 
h Moursund, Paul Randles, Bill Rose, 
in Tweet, Tom Wylie 


a 1a Wolf Narciso 
ctor: Peter Whitley 


Representatives: 

ayr Associates, 

con, CT 06853 
855-9138 


ct The Duelist’s Advertising Sales Manager, 
All advertising submissions are subject 
e Coast, which reserves the right to 
Fr any reason. Advertisers and their agencies 
f the Coast, Inc., liable for any loss or 
ing that may arise out of the 
ments, 


subscribe to The Duelist, call (800) 
t@pcspublink.com>. Subscriptions 

it $24.95 for 12 issues, For subscription 
Dpcspublink.com>. In Canada, 
95. In Europe or the UK, subscriptions 
all +44-185-841-4713, 
), or send subscription orders to: The 


ist welcomes submissions from readers. 
guidelines, write to us at 
issions, RO. Box 707, Renton, WA 98057-0707, 
wizards.com>. 
yn about Magic: The Gathering 
the Coast products: (800) 324-6496, 
) or email <custserv@wizards.com>. 
please call +0345-125-599 (in the UK) 
side the UK), M—F 9:30 a.m.—6:30 PM., 


: jews and highlights from the magazine, visit 
izards.com/Duelist_Online/>. 


NOW THAT YOU HAVE 
URZASLEGACY, 


traePRO’ 


www.ultrapro-storage.com 


\ Rembrandt 6049 Slauson Ave., Commerce, CA 90040 (323) 725-1975 MAGIC, 


seamen Rembrandt and UltrasPRO are registered trademarks of Rembrandt.©1999 Rembrandt 
WIZARDS OF THE COAST, Magic: The ene Urza's Legacy and Magic are trademarks of Wizards of the Coast, Inc.©1999 Wizards of the Coast, 


Command & Conquer is a registered trademark of, and Comman Ce r Tiberian id Westwoox Studios are trademarks of, 998 Westwood Studios, Inc}, 


com 


0 
e 

_ 
Fo 
> 
3 
> 


- 


rights reserved 


Feel the 
frenzy of the 
Pro Tour™ firsthand when it 
crashes into Los Angeles. 
There’s plenty of open side 
events, free demos, artist 
signings, and of course, 
the head-on collision 
of the best. 


Hotel Queen Mary 
long Beach; CA 


oe 
MCIWORLDCOM 
DCI. ucations? 

call (800) 324-6496, YaHoo! 
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A Hit the books this spring with Ver sea 
” Wizards fiction, strategy guides , 


agic fans can get the inside 

scoop on Urza’s machinations 

and top deck strategies with a 

collection of fiction and nonfic- 

tion books available this spring 
from Wizards of the Coast. 

Longtime Duelist columnist and 
Magic rules-keeper Beth “BethMo” 
Moursund hits the shelves in February 
with Deck Deconstruction Companion, an 
analysis of Magic’s best decks. BethMo 
has updated years of The Duelist’s “Deck 
Deconstruction” columns detailing how 
some of the most famous deck types in 
Magic history work—and how to beat 
them. She’s also sifted through hundreds 
of tournament reports to compile full 
deck lists from the best tournament 
players in the world. Deck Deconstruc- 
tion Companion retails for $9.99. 

In April, readers learn more of the 
story behind the cards in J. Robert King’s 
Time Streams. Following the events in 
Lynn Abbey’s Planeswalker novel, Urza 
has enlisted the most brilliant minds 
from across Dominaria to study at his 


academy on Tolaria. Together they 
work to bring to life the 

greatest artifact weapon 

Urza has ever devised, hoping 

to use it to defend their home 
from an imminent Phyrexian 
invasion. But treachery and 
tragedy stalk the tiny island, as 
Urza and his followers seek to 
manipulate time itself. 

Also available in April is the Official 
Guide to Urza’s Legacy, by Duelist Exec- 
utive Editor Will McDermott, a compre- 
hensive guide to the cards of Urza’s 
Legacy, the February expansion for 
Magic. The $11.99 book includes full- 
color card images, card summaries, and 
strategy tips for play. 

Randy Buehler’s Official Magic: 
The Gathering—Classic, Sixth 
Edition Strategy Guide follows in May, 
giving players a detailed look at how 
the rules for Classic differ from Fifth 
Edition, and how to use those new 
rules to your competitive advantage. 
Readers get to see play strategy and 


| Pieckbuilding from 
e P perspective of a top Pro 


Tour player and Duelist columnist. The 


guide retails for $16.99. 

June will see the release of the 
Official Magic: The Gathering T7our- 
nament Players’ Guide by former Pro 
Tour player and DCI guru Jeff Donais. This 
definitive rulebook for tournament play- 
ers includes complete Magic rules, DCI 
floor rules, a how-to for determining 
your DCI ranking, plus explanations of 
tournament types—all in one easy-to- 
use format. The Tournament Players’ 
Guide retails for $9.99. 


Mark your calendars: 
Andon plans games aplenty 


This spring and summer, 
Andon Unlimited has sched- 
uled events covering the 
whole spectrum of games, 
including the industry’s two 
largest conventions. Clear 
your calendars now for the 
following events: 

» East Coast Game Faire 99 
April 16-18, 1999, Sheraton 
Meadowlands hotel, East 
Rutherford, New Jersey. 
Events: roleplaying games, 


RPGA events, Magic tour- 
naments, TCG tournaments, 
board games, miniatures, two 
LARPs (World of Darkness 
and Deadlands), and an 
exhibit hall. 

> Three Rivers Game Fest ’99 
May 28-31, 1999, 
Pittsburgh Green 
Tree Marriott, Pitts- 
burgh, Pennsylvania. 
Events: full spectrum 
of games, Magic tour- 


naments, RPGA events, 
roleplaying games, TCG 
tournaments, board games, 
miniatures, at least one 
LARP, and an exhibit hall. 
> Origins ’99 

July 1-4, 1999, Greater 
Columbus Convention 
Center, Columbus, Ohio. 
Celebrity guests, artists, 
authors, and game designers. 
Events will focus 
on historical 
gaming; largest 
independent 
War College, 
celebrity sign- 


ings, seminars, Magic: The 
Gathering U.S. Nationals, 
miniatures, board games, 
roleplaying games, and com- 
puter games. Favorites 
include the auction, art show, 
a Maze of Games, 

and more. 

> GEN CON ’99 

August 5-8, 1999, Midwest 
Express Center, Milwaukee, 
Wisconsin. Celebrity guests 
will be on hand, as well as 
artists, authors, and game 
designers. Events: National 
Championships, demo 
games, miniatures, RPGA 
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events, roleplaying, Magic 
tournaments, TCG tourna- 
ments, board games, costume 
contest, anime room, art 
show, auction, celebrity sign- 
ings, seminars, and more. 

> AndCon ’99 

Late September/early Octo- 
ber, location to be deter- 
mined. Guests: Doug Niles 
and more to be announced. 
Events: celebrity signings, 
seminars, roleplaying games, 
RPGA events, Magic tour- 
naments, TCG tournaments, 
board games, miniatures, and 
at least one LARP. 

For more information on 
any of these conventions, 
check the website at 
<www.andonunlimited.com> 
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or email: <Andon@aol.com>. 
Players can preregister at 
<www.andonunlimited.com>. 


Tsukamoto takes 

top prize in Manila 
Toshiki Tsukamoto of Japan 
defeated Scion Raguindin of 
the Philipines 2-1 to take 
home $1,700 and bragging 
rights at Grand Prix—Manila 
in December. 

Tsukamoto drafted a 
blue/white deck that used 
“sleeping” enchantments to 
hold off ground attacks long 
enough to launch an array of 
flying creatures into the air. 

More than 600 players 
from the Philipines and 
around the world tackled the 


Urza’s Saga sealed-deck for- 
mat. The Top 8 finishers 

earned invitations to Febru- 
ary’s Pro Tour—Los Angeles. 


Wizards TV ad 
campaign begins 

Bob from Accounting in 
hand-to-hand combat with a 
monster? Tentacles of 
thought emerging from your 
opponents’ heads? 

Those were just some of 
the images that comprise 
new television and radio 
advertisements for Magic: 
The Gathering and What 
Were You Thinking? that 
aired in six American cities 
this winter. 


In the Magic television 


spots, white-coated Wizards 
research and development 
teams test new monster- 
summoning technology 
(with messy and hilarious 
results) in a secret facility. 

What Were You Think- 
ing? ads focus on a player 
who can literally gaze into 
the convoluted thoughts of 
his opponents. 

The Wong Doody ad 
agency created the advertise- 
ments, which were produced 
by HKM of Hollywood 
and edited by Seattle’s Slice 
Editorial. 

The ads will see nation- 
wide exposure later this year, 
but exact air dates haven't 
been scheduled yet. 


Urza’s SagalUrz’ s Legacy Booster Draft Gas the day 
prerelease). 


loping 


econ 


or fax: 619 8 0 
A PRO 
O R P/POSTA OD end opean orde O 
RM Promotional Se e d 
p 
O A P.O. Box 50 
OD OF PA 94 DAD 
ea payable to Amazing Storie ed gdo 
Dp R59 
one: 44-185-841-0510 
LIMA RCARD A OD OVER OB be 18 or ove 


For fast service, email us at 
BA O PIRATION DA amazing @pespublink.com.. 


ATUR DA ; oo 
For credit card orders, call, 
_, 1-800-395-7760 
O addresse o Canadian addresse O opean addresse Aare Soe “.. (M-F-9au-5Sem PST). 
(alee: es for $10.9 nie es for $14.9 ike es for £9.9 400 ee Gus pe oren Pode AASS8 
Oo 8 es for $19.9 O 8 es for $29.9 Oo 8 es for £19.95 (800 
O es for $29.9 O es for $44.9 O es fo 9.9 0 i i ; ; i 
B ption o 99 
D O 
Amazing is a registered trademark o ards of the Coa © 1998 ards of the Coa All rig eserved ation by Bob Eggleto A98 


In Stores 


“Raymond E. Feist’s Riftwar Saga | 
is one of the greatest successes 
in the epic fantasy genre.” 

-PC Gamer Magazine 
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16-bit color 
with real-time 
 lighti 


11 plot-twisting — 
_ chapters 


ness across the land of h 
e, to the haunted depths of a 
never before has an RPG gi 
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Rebecca Guay’s work first 
appeared in Magic in Alliances 
and can be found in most sets 
since then, She enjoys painting 
| her elves and angels in the old 

New England barn she and her 
» husband renovated last year for 
| their studios. Her work can also 
be seen in the publications of 
| Simon and Schuster, Cricket 

Magazine, White Wolf Publishing, 
and DC’s Vertigo comics. 


n both Magic and politics, evasion is often the key to victory. Creature 


abilities like flying, shadow, and landwalk can win you the game—or 
/ leave you helpless and frustrated if you’re on the other side of the table. 
4 Below, you’ll find Standard-legal tricks that will help you break through an 
array of potential blockers, plus some extra defense for the wily, evasive attackers 


you'll face. The following six combos illustrate the power of evasion in Magic. 


Try ’em in your next duel, and take comfort in knowing that when the going gets 


tough, you’ll be able to take evasive action. 


Evasion abilities combine well 
with saboteurs—creatures that 
have an extra ability that trig- 
gers when they deal damage 
successfully. Shocker, for 
example, forces your opponent 
to discard his or her hand and 
redraw if it damages your 
opponent. But how to get 
Shocker, a lowly 1/1 
creature, past block- 
ers? Enter Dwarven 
Warriors, which taps 
to make another 
creature unblockable. 
Tap Dwarven War- 
riors to make Shocker 
unblockable, then 
attack with Shocker. 


Your opponent will soon learn 
how frustrating it is to discard 
useful cards turn after turn. A 
timing nuance: evasion abilities 
like Dwarven Warriors’ can 
only be played effectively 
before blockers are declared, so 
make sure you tap Dwarven 
Warriors before you get that 
far. If your opponent has 
already declared a blocker for 
Shocker, it’s too late to make 
Shocker unblockable. 


Somnophore is a terrific 
saboteur because it comes 
with built-in evasion. A 2/2 
creature with flying that taps 
a target creature indefinitely, 
Somnophore is designed to 
fly over blockers, 
deal 2 damage to 


your opponent, then 
lock 


one by 
one. 


creatures 


Your opponent, of course, will 
try to block Somnophore with 
any available flying blocker. 
But the turn after your oppo- 
nent casts that flyer, target 
Somnophore with Shadow 
Rift, then attack. Somnophore 
fades into a shadow, thwarting 
any attempt to block with the 
flyer. When Somnophore deals 
damage to your opponent, tap 
the flyer. Now it can’t block, 
and Somnophore rules the 
skies again. 


Canny players are clueing into 
the emerging power of dis- 
card-based black decks, many 
of which prominently feature 
Order of Yawgmoth, a 2/2 
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saboteur that forces a discard 
and can only be blocked by 
artifact and black creatures. 
Opponents lacking both cate- 
gories of blocker will have to 
resort to mass-removal or 
direct damage to get rid of 
Order of Yawgmoth, or resign 
themselves to losing a card 
every turn. Order of Yawg- 
moth doesn’t fare as well in a 
matchup against an opponent 
playing black, though. Giving 
Order of Yawgmoth flying or 
shadow wont necessarily help, 
as black packs plenty of crea- 
tures with those abilities. But 
Leshrac’s Rite, which gives a 
creature swampwalk, is just 
the ticket. Cast it on Order of 
Yawgmoth, and nothing can 
stop it if your opponent has 
swamps—your opponent’s 
hand will 
dwindle to 
nothing. 


\e. fore’ 
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Your opponent can 


use evasion too, and 
there’s nothing more 
frustrating than 
watching that annoy- 
ing Thalakos Sentry 
or downright danger- 
ous Herald of Serra 
attack turn after turn 


while you're powerless 

to stop it. Here’s one way 
to put a stop to evasion. 
During your opponent’s 
upkeep, use Phyrexian 
Splicer to “delete” flying or 
shadow from his or her 
creature. Then crack your 
Bullwhip at the creature, 
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forcing it to attack. side-effect of some serious 
Robbed of its evasion 
ability, it'll run right into 


a mob of your blockers 


permanent destruction. For 
each counter on it, Smoke- 

stack requires each player to 
(who are presumably 
angry after being bypassed 
for so long). One further 


sacrifice a permanent during 
his or her upkeep. Combine 
this with the “perpetual” 

note: direct damage from enchantments from Urza’ 
something like Bullwhip is Saga, however, and your sac- 
often a good way to get rid of rifices will be far less painful 
pesky evaders. Most of the 


creatures with shadow and 


than your opponent’s, be- 


can't block flyers, so it’s best- 
suited for an offensive role. 


cause perpetual enchant- 


many of the creatures with But it also blithely ignores ments are cheap and they'll 
anything that affects flyers. If 


your Rangers are being bot- 


bounce back into your hand 
when sacrificed. Launch, for 


flying in the Standard envi- 
ronment succumb to just 1 
direct damage. 


tled up by your opponent’s example, gives a creature 


flyers, sweep them all from flying. Cast it, then bring 
the board with Whirlwind, 


which destroys all creatures 


Smokestack into play. 


When is an evasion creature —_ with flying but leaves Treetop 


not an evasion creature? Rangers untouched. Now 
When it duplicates evasion 
effects without technically 


having an evasion ability. 


nothing on the board can stop 
your Treetop Rangers. 


Treetop Rangers, which can Si 

be blocked only by fly- Launct 

This month’s final 
trick doesn’t rely on 


ing creatures, is the per- 
fect creature to take 
advantage of this discrep- 


evasion—the ability to 


ancy. Because it doesn’t fly, it fly is just a pleasant 


During each of 
your subsequent upkeep 
phases, sacrifice Launch to 
satisfy Smokestack, then 
recast it during your main 
phase. For only ‘I @, you're 
eliminating one of your 


opponent’s permanents 
every turn and giving a key 
creature evasion. The only 
downside is that eventually 
your opponent won't have 
anything left worth evad- 
ing—and you'll likely have 
won the game. If you're 
building a deck around 
Smokestack, be sure to pack 
some other perpetual 
enchantments (every color 
has one, and green has two), 
and maybe dig out your 
token generators, too. 


“Picks & Tricks” was written by 
David Noonan, with contribu- 
tions from Will McDermott. 
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Frontier Magic 


In this Magic variant, players take the roles of dueling 
planeswalkers exploring a newly discovered continent. Because 
they don’t know the lay of the land, they summon creatures to 
scout out the terrain before they can tap it for mana. 

Players of Frontier Magic will find they already know most 
of the rules; you’ll cast spells, tap creatures, and try to reduce 
your opponent to 0 life just like in the regular Magic game. 
But there are two big changes to the Magic game you’re 
familiar with: Your creatures move around a board composed 
of land cards, and those land cards take the place of the ones 


in your deck. 


Set-Up. To play Frontier Magic, pull 
all lands out of your deck and shuffle 
them together with your opponent’s 
lands. (Hint: Write down what you have 
so you'll be able to get the right ones 
back when the match is over.) You'll have 
a pile of 40-50 land cards. Lay them face 
down, left to right, in columns of five. 
Leave enough space between each card 
so that you can tap it without disturbing 
its neighbors. If you don’t have enough 
cards for a complete row along the right 
edge, just set those “remainder” cards 
aside—they’re out of the game. 

You now have a grid of face-down land 
cards that represent the territory you'll be 
fighting over. You'll start at one of the 
wide ends, and your opponent starts at 
the other. Shuffle your decks and put a 
1/1 token creature of any color on top of 
any face-down land card in the row clos- 
est to you. Then draw your opening hand 
from your library, and youre ready to play. 

How the Game Works. Frontier 
Magic follows the usual Magic turn 
order: untap, upkeep, draw, main, discard, 
and cleanup. When in doubt, the Magic 
rules you're familiar with apply. But Fron- 
tier Magic requires you to think about 
moving creatures, tapping land for mana, 
and attacking in new ways. 

Moving Around the Board. At any 
time during your main phase, you may 
move your creatures one card north, 
south, east, or west. You can move as 
many or as few creatures as you like, but 
once you've started moving creatures, you 
have to finish all your moves before you 
can do anything else. You can’t move 
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by) David Noonan 


some creatures, cast an 
artifact, then move some 
more creatures, for exam- 
ple. Your opponent can 
respond to any individual 
move in the usual Magic 
fashion. 

There are no diagonal 
moves in Frontier Magic, 
and each creature can 
only move once a turn. 
Special rules apply to crea- 
tures with flying, landwalk, and 
shadow; see the “Creature Abilities” sec- 
tion below. And unless a creature has 
banding (again, see below), you can never 
have more than one creature occupying 
the same land card. 

Revealing Land Cards. Start the 
main phase of your first turn by flipping 
over the land card under the token crea- 
ture. Whenever a creature steps onto a 
card, flip that card over if it’s still face 
down. Eventually much of the board 
will be revealed this way. 

There’s another way to reveal a face- 
down land card. At any time during your 
main phase, you can tap a creature to flip 
over a card immediately north, south, 
east, or west of that creature—an ability 
all creatures have, called “scouting.” This 
enables you to see more of the board and 
is particularly important early in the 
game. By moving, then tapping to scout 
a land, each creature can reveal two cards 
per turn. 

Getting Mana. In Frontier Magic, 
you don’t have unfettered access to your 
lands. To tap a land for mana, you must 


meet three criteria. The land card must 
be face up, untapped, and either under a 
friendly creature or adjacent to one. 

If the land card is under one of your 
creatures, simply tap the land for mana— 
doing so doesn’t affect the creature. If you 
need more mana (and who doesn’t?), you 
can tap a creature to tap an additional 
land immediately north, south, east, or 
west of that creature. This also happens at 
mana-source speed, and the land to be 
tapped must be face up and not under 
one of your opponent’s creatures. In other 
words, you can’t tap the land out from 
underneath your opponent. 

Always tap your lands clockwise. 
When it comes time to untap next turn, 
youll need to be able to tell which lands 
you tapped and which ones your oppo- 
nent tapped. And for the purposes of 
card text, you control only the lands your 
creatures are standing on. 

Summoning Creatures and Casting 
Spells. Newly summoned creatures are 
played in a row between you and the land 
cards. They’re considered to be in play, 
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but can’t move, block, or use any ability 
requiring them to tap. Creatures that 
don’t suffer from summoning sickness 
can move onto the row closest to you 
during the main phase when you move 
your other creatures. Global enchant- 
ments and artifacts are also played into 
that row between you and the land cards, 
and they don’t move at all. 

Attacking and Defending. To attack 
another creature, you must be directly 
north, south, east, or west of it. Unlike 
regular Magic, you aren't limited to one 
combat, and the defender doesn’t get to 
choose blockers. But just as with moving 
your creatures, once you've started mak- 
ing your attacks, you can’t do anything 
else until you're done. You declare an 
attack, resolve it, and then either declare 
another attack or announce that you're 
done attacking. For the purposes of card 
text, the creature you're attacking is con- 
sidered to be a blocker, but there’s no 
declare-blockers step. 

Terrain bonuses. Untapped creatures 
get a +1/+1 bonus if their color matches 
the color of the surrounding terrain. A 
Hurloon Minotaur, for example, gets 
+1/+1 if it’s standing on a mountain, and 
a further +1/+1 for each visible, matching 
land north, south, east, or west of it as 
long as that land isn’t controlled by one 
of your opponent'’s creatures. So a lowly 
Shanodin Dryads becomes a 6/6 creature 
if it’s standing on a forest and surrounded 
by vacant forests in all four directions. 

You can attack a tapped creature if 
youre adjacent to it, and it’s often a good 
idea, because tapped creatures don't get 
terrain bonuses—they were too busy 
doing something else to dig in for de- 
fense. But even in Frontier Magic, you 
can't attack with a tapped creature. Keep 
in mind that just in like in regular Magic, 
your attacking creatures get tapped. 

Attacking your opponent. To attack your 
opponent with your creatures, first move 
them to the row closest to your oppo- 
nent. Then they'll deal damage equal to 
their power to your opponent. The move 
doesn’t tap them, but the attack does. 

Creature Abilities. To reflect the 
movement-oriented environment of 
Frontier Magic, some creature abilities 
work differently than in the regular 
Magic game. 

Flying. Flying no longer affects who 
can block whom. Instead, flying creatures 


get a special movement ability. Rather 
than making the usual move, flying crea- 
tures can move two cards north, south, 
east, or west. They fly over the interven- 
ing land card (and they don’t reveal it if 
it’s face down), even if your opponent has 
a creature standing on that card. 
Landwalk and shadow. These two abil- 
ities allow extra moves under certain cir- 
cumstances. Landwalking creatures can 
move north, south, east, or west any num- 
ber of spaces—without changing direc- 
tion—as long as the intervening land 
cards are all of the appropriate type. For 
example, a Bog Wraith could move east 
to a swamp, continue east to another 
swamp, then move one more card east to 
an island, where it would have to stop. 
Creatures with shadow function similarly, 
except they rely on a row or column con- 
taining creatures (it doesn’t matter 
whether they’re friendly or enemy crea- 
tures) to move more than one space. They 
also move in straight lines, but must stop 
on the first unoccupied land card. A 
Soltari Lancer could move north to a land 
with a friendly Samite Healer on it, con- 
tinue north to a land with your oppo- 
nent’s Hill Giant, then come to a stop on 
a vacant plains one more space north. 
Landhome. This one’s easy: Creatures 
with landhome must always stand on 
land cards of the appropriate color. 
Trample. Creatures with trample 
assign damage according to the new 
trample rules. If they deal lethal damage 
to the creature they’re attacking, any fur- 
ther damage continues on to any creature 
on the next land card beyond the defend- 
ing creature. If the defending creature is 
standing on the row closest to your 
opponent, any damage that tramples 
through is dealt to your opponent. 
Banding. \n Frontier Magic, the band- 
ing ability lets you stack more than one 
creature on a land card. They'll attack as 
one creature: Combine their power and 
toughness. A stack of creatures can have 
an unlimited number of creatures with 
banding, and one creature without band- 
ing. The whole stack calculates its terrain 
bonus only once, but it gets the +1/+1 
even if only one creature has the right 
color for that land. Creatures that have 
“banding when attacking,” or banding 
under other conditions, have it all the 
time in Frontier Magic. 
Regeneration. Regenerated creatures 


return to the game in the row between 
you and the land cards. They can move 
back onto the board the turn after they’re 
regenerated. 

Your token. No creatures means no 
mana, so if you lose all your creatures, 
you get a new 1/1 token in your back 
row for free. 

Other Typical Magic Effects. Most 
of the time, land destruction works just 
like in regular Magic: Simply put the 
card in a special “land graveyard.” If 
there’s a creature on top of the land, it 
remains on the “hole” in the continent, 
but you can’t move a creature into a hole 
in the map. That means if you move off a 
hole, you can’t come back. If you respond 
to your opponent’s move by destroying 
the land they’re moving to, the move 
“fizzles” much like a spell without a legal 
target fizzles. The creature stays put, hav- 
ing wasted its move. If you have to sacri- 
fice lands, they must be lands your 
creatures are standing on. 

Cards That Just Plain Don’t Work. 
Not every card works in Frontier Magic. 
In particular, steer clear of mass land- 
destruction (like Armageddon or 
Sunder), land cards that get up and 
walk around (like Stalking Stones), and 
artifacts that turn into creatures (like 
Chimeric Staff). All other Standard- 
legal cards should work, although you'll 
have to make common-sense rulings on 
the fly sometimes. How cards adapt to 
Frontier Magic should be straightfor- 
ward in most cases. This isn’t the Pro 
Tour; if a card is broken, just don’t use it 
next time. 

Tips. Don't forget defense. You can't 
wish your blockers into existence; they’ve 
got to be in the right place at the right 
time. Keep an eye on the terrain in the 
row closest to you. If there are a number 
of islands there, don’t let your opponent 
get a blue creature there, because terrain- 
pumped attacks on you really hurt. 

* Consider your deck. If you opt for a 
monocolor deck, you know at least half 
the lands out there will be useful. But 
stay mindful of the mirror matchup— 
those games can move very quickly. 

* Don’t over-scout. Remember, you're 
not just revealing those land cards— 
you're revealing them to your opponent. 
Don’t scout the center of the continent 
until you're sure you, and not your oppo- 
nent, will be controlling it. 
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Black 


Quynh Nguyen of Silver 
Springs, Maryland, com- 
bines hand destruction 


(with Duress, Order of 
Yawgmoth, and other cards) 


with control (from Noetic 
Scales and Umbilicus) that 
slows the opponent’s deck. 
The result: “Noetic Scales 
will ground powerful crea- 
tures in their hands to be 
later grounded to the grave- 
yard,” he says. 


vy, THE DUELIST 


This month we feature five different decks-—each one a winner 
in our “Urza’s Walking Papers” contest in Duelist #31.We asked 
contestants to submit monocolor Urza’s Saga decks to be 
judged by our tearm of specialists: R&D gurus Charlie Catino, 
Mike Elliott, Henry Stern, William Jockusch, and Mark Rosewa- 
ter. After poring over hundreds of decklists, they’ve given each 
of the winning decks a “Deck Clinic” tune-up. 

If you'd like us to consider your deck for “Deck Clinic,” just 
send a list of what’s in your deck along with a brief description 
of its ailment to: Deck Clinic, clo The Quelist, RO. Box 707, Ren« 


Charlie’s notes: 
Well, I must say that the con- 
test provided a lot of good 
black decks. It was tough to 
choose the winners, as there 
were many decks that looked 
good. A few of them hardly 
required much changing, and 
Quynh’s deck requires only 
minor tweaks. It is a good 
deck that combines card 
drawing with a lockdown and 
control element. 

In fixing the deck, I 
thought there might not be 
quite enough mana. So | 


added a little land to the deck. 


Also, since this isn’t designed 


to be a speed deck that 


_ 4 Despondency 
4 Duress 
4 Order of Yawgmoth 
4 Priest of Gix 


ARTIFACTS (13) 
2. Chimeric Staff 


defeats your opponents 
quickly, the cycling land Pol- 
luted Mire is an excellent fit 
for this deck. So, I replaced 
four of the swamps and I also 
added a Dark Ritual. 

The card I like most in the 
deck is Despondency—it will 
be very useful against many 
deck types and will last 
throughout the game. 
Chimeric Staffs will work out 
very nicely when you get 
Noetic Scales in play, and they 
are pretty good cards overall. I 
reduced by one the Umbilicus 
and Claws of Gix, because 
they are not very good cards 
without the other cards to 
combo with. 

I felt that Karn, Silver 
Golem was an excellent fit 
for the deck. If you don't 
have Noetic Scales out, he is 
a very good creature that can 
give you some 4/4 and 5/5 
artifact creatures. If your 
opponent has any artifacts 
and you have Noetic Scales 
out, you can turn those arti- 
facts into creatures that will 
have to return to your oppo- 
nent’s hand. 


4 Gilded Drak 
2 Morphling 
4 Pendrell Flux 

4 Power Sink 
4 Rescind 

4 Sandbar Merfolk 
2 Somnophore 

4 Spire Owl 

2 Sunder 

2 Turnabout 


ARTIFACTS 
(2) 
2 Endoskeleton 


LANDS (22) 
22 Island 


Charlie’s revised 
“You’re Grounded” 


BLACK (25) 

| Abyssal Horror 

3 Blood Vassal 

3 Cackling Fiend 

| Corrupt 

| Dark Ritual 

4 Despondency 

4 Duress 

4 Order of Yawgmoth 
4 Priest of Gix 


ARTIFACTS (12) 
2 Chimeric Staff 

| Claws of Gix 

I Karn, Silver Golem 
2 Lifeline 

4 Noetic Scales 

2. Umbilicus 


LANDS (23) 

| Phyrexian Tower 
4 Polluted Mire 
18 Swamp 


Blue 


Jeremy Wright’s “Blue Steel” 
deck is all about stealing your 
opponent's creatures with the 
Gilded Drake, then bringing 
the Drake back into your 
hand to do it again. Spire 
Owls ripping through the 
library and Morphling on the 
table “usually spells doom for 
an opponent,” Jeremy says. 


4 Drifting 
8 Mountain 
4 Polluted Mire 

4 Remote Isle __ 

4 Slippery Karst 

4 Smoldering Crater 
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Mike’s notes: 

Being a true-blue mage 
requires that you be some- 
what tricky, and what’s trick- 
ier than using your opponent’s 
resources? This deck has the 
interesting trick of using 
Gilded Drakes to steal your 
opponent's creatures, and 
because you don't really want 
your opponent to have a 3/3 
flier, it has a couple of ways to 
return the creature to your 
hand, such as Rescind. 

I changed a couple of 
things from the basic deck. 
The Sandbar Merfolk were a 
little too weak for the deck. 
The general plan is to defeat 
opponents with some large 
creatures, and having 1/1 
creatures around doesn't help 
that much. 

Catalog, combined with the 
Sage Owls, gives you reason- 
able card cycling. Stroke of 
Genius provides occasional 
late-game card advantage and 
. Recantation gives another 
way to bounce your oppo- 
nent’s creatures (plus the 
occasional Gilded Drake). 
Pendrell Flux is reasonable as 
a stall card and to occasionally 
kill a traitorous Gilded Drake, 
but you probably only want 
two of them at most. 

Zephid’s Embrace was 
added to give a midgame 
threat. Throwing it on Horse- 
shoe Crab or Spire Owl can 
often be a game-winner in an 
Urza's Saga-only environ- 
ment. And finally, a couple of 
cycling lands were added to 
increase the mana percent- 
age—the deck was running a 
little light to support cards 
like Morphling, Stroke, 


Sunder, and Recantation. 


Mike’s revised “Blue Steel” 


BLUE (36) 

2 Catalog 

4 Curfew 

4 Gilded Drake 

2 Horseshoe Crab 
| Morphling 

3 Pendrell Drake 
2 Pendrell Flux 


2. Somnophore 

4 Spire Owl 

4 Power Sink 

| Recantation 

4 Rescind 

I Stroke of Genius 
1 Sunder 

| Zephid’s Embrace 


LANDS (24) 
22 Island 
2 Remote Isle 


Red 


Benjamin Lee says his “Cycle 
Attack” deck uses Fluctuator 
to cycle through the deck as 
quickly as possible, searching 
for key cards like Sneak Attack, 
Phyrexian Colossus, and 
Crater Hellion. “Once a Sneak 
Attack is in play (turn four), 
you can kill your opponent by 
turn six or seven,” he says. 
William’s notes: 

The basic equation in this 
deck is big creatures + Sneak 
Attack. The creatures used are 
difficult to block (Phyrexian 
Colossus takes three blockers; 
Crater Hellion kills most 
other creatures when it comes 
into play), so three sneaky 
attacks are likely to win the 
game. The deck uses cycling 
and Fluctuator to get to the 
combo; other than mountain, 
Fluctuator, Gamble, and the 
combo cards, every card in the 
submitted deck has cycling. 
This makes it very likely that 
when you play the deck, the 
needed cards will quickly be 
in your hand. Once you have 
Fluctuator in play, you are 
effectively playing with a 
28-card deck, because you 
can cycle everything else. 

One factor the submitted 
design does not emphasize 
enough is that it is critical to 
have the combo go off as early 
as possible. In the deck Ben- 
jamin submitted, this couldn't 
happen before turn six 
because of the mana required. 
Furthermore, the deck doesn’t 
really need Gamble, because 
all the cycling generally makes 
it possible to draw the key 


cards anyway. Therefore, I 
took the four Gambles out of 
the deck and 
put in four 
Lotus Blos- 
soms. Occa- 


sionally, this 
results in the 
combo not 
happening at 
all, but it often 
results in the combo 
happening on turn five, 
rather than turn six or 
seven. Furthermore, if 
you are getting beat 
down by a weenie 
swarm, it may let you 
cast a Crater Hellion 
normally in time to sur- 

vive. Even though you won't 
be able to pay its echo cost, it 
does keep you in the game. 
On balance, these advantages 
outweigh the loss of Gamble, 
so this change strengthens the 
deck. 


William’s revised 
“Cycle Attack” 
RED (16) 


4 Crater Hellion 
4 Lay Waste 

4 Scrap 

4 Sneak Attack 


ARTIFACTS (12) 
4 Fluctuator 

4 Lotus Blossom 

4 Phyrexian Colossus 


LANDS (32) 

4 Blasted Landscape 
4 Drifting Meadow 
8 Mountain 

4 Polluted Mire 

4 Remote Isle 

4 Slippery Karst 

4 Smoldering Crater 


Green 

“Sleepy Green” from Tom 
Hoke of Ridgefield, Wash- 
ington has a simple purpose: 
Produce abundant quick 
mana “and have plenty of fun 
with it,” he writes. The deck 
uses cheap enchantments with 
Argothian Enchantress to 
gain card advantage—add 
Abundance and “the combi- 
nation rocks,” Tom says. 


Henry’s notes: 
Tom Hoke’s “Sleepy Green” 
was a very well designed deck. 
I loved his theme of combin- 
ing quick creatures with mas- 
sive card drawing. 
Mana. I thought 
the original deck 
had much too little 
4) mana. Because the 
two critical crea- 
tures, Argothian 
Enchantress and 
Priest of Titania, both 
cost ‘t to cast, the 
deck absolutely needs 
to have two mana in 
play by turn two. It 
simply cannot afford 
to be mana-hosed. 
The original deck had only 
14 reliable sources of green 
mana. The new deck has 
19 dependable sources of 
green mana and still uses 
two Cradles. I decided to 
drop the Sanctums because 
they seem a bit out of theme 
and I don’t think the deck 
needs them. Tom wisely used 
four Slippery Karsts. 
Creatures. I slightly 
tweaked the creatures in the 
deck, making the overall 
creature curve a bit lower. I 
wanted a cheaper creature 
curve so that the Gaea’s 
Cradle mana-engine could 
get going faster. Because there 
are a number of ugly enchant- 
ments out there, I increased 
the number of Elvish Lyrists 
and added a few Wild Dogs. 
Enchantments. | really 
liked the choices Tom made 
for the enchantments in the 
deck. I made only slight 
adjustments to his mix, drop- 
ping the too specialized Hid- 
den Predators in favor of 
Exploration and Vernal 
Bloom. Remember that in 
the midgame, this deck 
should start to draw cards 
like crazy via the Argothian 
Enchantress, and the Explo- 
rations have a cumulative 
effect. 
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Other cards. I didn’t like 
Mishra’s Helix in the original 
deck at all, as at five mana I 
think it’s too expensive and 
doesn’t fit the theme of the 
deck. Also, I feel that Crystal 
Chimes, which can regrow all 
of your enchantments, is a nat- 
ural for this deck. Finally, Sym- 
biosis, like Giant Growth, is an 
important card for a mono- 
green deck. Not so much 
because of the extra 4 damage 
that you may do to your oppo- 
nent, but more for the way it 
makes you unpredictable. 

If your opponent knows you 
don’t have any Symbiosis in 
your deck, then you can never 
bluff, and that’s just giving 
away too much. 

Henry’s revised 

“Sleepy Green” 


GREEN (36) 
2 Abundance 
4 Argothian Enchantress 
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4 Slippery Karst 
2 Gaea’s Cradle 
2 Serra’s Sanctum 


| *redators 
Spiders 


3 Elvish Lyrist 

2 Endless Wurm 

3 Exploration 

I Fortitude 

2 Hidden Ancients 
2 Hidden Guerrillas 
| Hidden Herd 

2 Hidden Spider 
4 Priest of Titania 
I Symbiosis 

2 Titania’s Chosen 
2 Treetop Rangers 
I Vernal Bloom 

2 War Dance 

2 Wild Dogs 


ARTIFACTS (3) 
2 Crystal Chimes 
| Chimeric Staff 


LANDS (21) 
4 Slippery Karst 
15 Forest 

2. Gaea’s Cradle 


White 


Robert Fundora’s “Neverend- 
ing Crusade” deck depends on 
an “endless barrage of large fly- 
ers.” Remembrance and Life- 
line keep creatures in play and 
once Worship hits the table, 
you're practically invulnerable. 
“Let your opponents shrink in 
horror as they see your endless 
army of angels descend upon 
them,” Robert writes. 


“Neverending 


WHITE (33) 
| Angelic Chorus 
4 Angelic Page 

2 Disciple of Grace 
2 Disciple of Law 
4 Disenchant 

2 Herald of Serra 
2 Monk Idealist 

| Opal Archangel 
2 Remembrance 

I Serra Avatar 

2 Soul Sculptor 

3 Voice of Grace 

3 Voice of Law 

4 Worship 


17 Plains 


Mark’s notes: 

This deck had a very interest- 
ing play style. The deck wins by 
first establishing a strong 
defense and then nibbling away 
at the opponent at its leisure. 
The defense is built around the 
card Worship. With Worship 
and at least one creature in 

play, the deck cannot lose. 

To improve the deck I did 
several things. First, the deck 
requires a significant amount 
of land as many of its spells are 
in the four-plus mana range. I 
raised the number of lands 
from 21 to 27. Also, with all 
the enchantments in the deck, 
Serra’s Sanctum had good syn- 
chronicity, so I added one. 

Since this is a combo- 
oriented deck, I added a few 
cards that allow more inter- 
action. Faith Healer turns 
unneeded enchantments into 
life and combines very well 
with Soul Sculptor, which 
turns creatures into enchant- 
ments. Pacifism and Brilliant 
Halo help with defense. Both 
also work nicely with Faith 
Healer and Monk Idealist. 


fey 


Finally, Monk Realist deals 
with many of the trouble- 
some enchantments in the 
Urza's Saga cycle. 

Obviously, adding cards 
forced me to remove several 
others. I took out many 
creatures. The deck only 
needs a single creature in play 
to activate the Worship, and 
many of the creatures were 
unnecessary—the deck is 
about control, not speed. 

The key to playing the 
revamped version of the deck 
is to use all your resources 
early to stall your opponent. 
Worship should allow you to 
get an engine in play to gain 
life (with some combination 
of Angelic Chorus, Soul 
Sculptor, Faith Healer, and 
Remembrance). The extra life 
should help you hold on until 
you get your Serra Avatar 
into play. With all your extra 
life, Serra Avatar should be 
large enough to break 
through any creature defense 
your opponent musters. 


Mark’s revised 
“Neverending Crusade” 


WHITE (28) 

I Angelic Chorus 
I Brilliant Halo 
3 Disenchant 

2 Faith Healer 

2 Herald of Serra 
2 Monk Idealist 
2 Monk Realist 

| Opal Archangel 
2 Pacifism 

2 Remembrance 
I Serra Avatar 

2 Soul Sculptor 
2 Voice of Grace 
2 Voice of Law 

3 Worship 


ARTIFACTS (5) 
3 Lifeline 
2 Wall of Junk 


LANDS (27) 

4 Drifting Meadow 
22 Plains 

I Serra’s Sanctum 


With this issue, The Duelist Jaunches a new fea- 
ture focusing on formats, strategies, and deck tech 
for multiplayer Magic. Jess Lebow takes the reins 
this month with a look at killer land-destruction 
strategies for Two-Headed Giant play. If you've got 
a great multiplayer strategy, share it by emailing us 
at <duelist@wizards.com>, or write us at Box 
707, Renton, WA 98057-0707. Play on! 


@ Jess Lebow 


Giant Land Destruction 


ne of the best Two-Headed Giant strategies I’ve seen is land destruction with Limited 
Resources. Once you have three or four lands in play, go ahead and throw down a Lim- 
ited Resources. Nobody will be able to play another land as long as there are ten lands 
in play. With four players in the game, it doesn’t take long to reach the limit. Then you 
can destroy one of your opponent's lands (bringing the total number of lands in play 
down to nine) and play one of your own (bringing the total back up to ten). Eventually, 
you and your partner will control all of the lands in the game, and no more can be played. You 
have a lock! 

The Urza’s Saga card set added quite a few new land-destruction cards. Raze (first-turn land 
destruction), Lay Waste (cycling land destruction), and Befoul (destroy a land or a nonblack crea- 
ture) give you a great starting base. Add the old standby Stone Rain, some buyback land destruc- 
tion (although you probably won't need to buy it back) with Flowstone Flood, and Rain of Tears 
to round out the black side. To this you can add several Argothian Wurms (a 6/6 green creature 
with trample that is put back on your library if one of your opponents sacrifices a land while 
youre casting it—either choice works for you) so that you 
an do damage once you've got the lock. This is a multi- 
color deck, so you will need some way to get colored 
mana ina hurry. I use City of Brass and Reflecting Pool. 

Now that you've figured out your offense strategy, 

you'll need to think about defending yourself. Your 

\\ opponents aren't going to have enough mana in play 
‘\ to put out anything too huge or ugly, but they will 
have an opportunity at the very beginning of 
: the game to put out a swarm of weenie crea- 
MGeeeme) tures. Remember that land destruction doesn’t 
& really get powered up until turn three or four. 
Mass creature-destruction is your best solu- 

tion. If, by some stroke of luck, your 
opponents get out a creature with power 
4 or greater, you always have Befoul, and 
you may want to think about keeping a 
Diabolic Edict or two in your sideboard 
to get around a Paladin en-Vec or other crea- 
tures with protection from black. I also include a 
Disenchant or two, because you never know 

what might come up. 

Take a look at how my deck differs 

from my partner Nate’s deck. Diversify 

a little if you can. Having similar 

strategies is smart, but using a broad 

range of cards makes your team more 

dynamic and flexible, and it also adds a bit 
of spice to the game. Above all else, remem- 
ber that the goal of multiplayer games is to have 
fun—and to smash your opponents’ faces in the 
dirt at the same time. 


pr 


ce 


REBECCA GUAY 
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@® Brian Weissman 


Pro Tour—Rome saw an abundance of jaw-dropping 
key plays. In this issue, I will recount two of the 
most striking ones. 


he match between Janosch Kiihn of Germany and 
USA’s Shawn “Hammer” Regnier was a contést of 
similar decks and intense attitudes. Kithn burst onto 
the scene with a second-place finish at 97 Worlds, 
while Regnier has been a Pro Tour staple since the very 
beginning. After winning the first Pro Tour—Los 


Angeles, Regnier became famous for his psychological 
style of play—and his ability to get under his opponent's skin. 
But in Rome, it was Kiihn who would get to Regnier. 

Both players were playing the deck of the tournament: a 
design called Tolarian Blue. The deck is based around the syn- 
ergy of cheap artifacts, Tolarian Academy, and powerful card- 
drawers: Time Spiral, Stroke of Genius, and Windfall. The deck 
dominated the tournament, for few could handle a deck that 
often won on turn two! 

While winning game one, Kiihn got on Regnier’s nerves. So 
after winning game two, Regnier decided to teach his opponent 
a lesson. Early in the deciding game, Regnier’s combo began to 
“go off,” and his victory was all but assured. But he didn’t want 
to let Kiihn off lightly, so he set to humiliating him. He plowed 
through his deck again and again, recursing his library with 
multiple Time Spirals and generating huge 
amounts of mana by untapping Tolarian 
Academy with Mind Over Matter. 

Finally, Regnier played Stroke of 
Genius on Kiihn, but only for exactly 
as many cards as were left in Kithn’s 
library. Kiihn sat there with a hand of 
more than 40 cards, waiting for the 
deathblow. Then Regnier played Wind- 
fall to dispatch his opponent in proper 
flamboyant fashion! This caused 
Kiihn to discard his hand, then 
draw a new hand of the same 
number of cards... 

...With one small 
catch: it forced Regnier 
to do the same! Reg- 
nier had more than 
half his deck in play, 
and Windfall killed 
him too. Thus a 
battle of great egos 
ended in, appropri- 
ately, a draw. 
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At the reins of the second key play was Pat 
Chapin, an accomplished player from Michigan. Chapin’s 
Tolarian Blue deck faced a different kind of quick-kill 
combo deck: a Pandemonium—Phyrexian Dreadnought 
design wielded by Japan’s Takashi Niwa. 

At the start, Chapin got an incredible draw, and it looked 
like the unthinkable: a turn-one kill! Chapin showered the 
playfield with artifacts, and he tore through his deck, play- 
ing Time Spiral twice. Then, suddenly, he found himself out 
of gas. He had the cards to continue, but he was out of 
mana. So he gave Niwa a turn. Niwa simply played a land, 
and Chapin was off to the races again. But somehow, two 
Time Spirals later, Chapin found himself out of gas again! 
Chapin’s version of Tolarian Blue, designed by Team CMU, 
had only a single Stroke of Genius as a kill card. 

Chapin found himself with his one Stroke of Genius in 
hand, but no Time Spirals. He couldn’t Windfall without 
discarding Stroke, and he couldn’t draw any more cards 
without playing Windfall or Stroke. So he gave Niwa a turn 
instead. 

A few turns passed, and as Niwa stitched his combo 
together, Chapin felt his chances slipping away. Finally, 
Niwa went for it. He started off with Yawgmoth’s Will, and 
Chapin, knowing the end was near, played a huge Stroke of 
Genius on himself to find some countermagic. Chapin drew 
a bunch of Hydroblasts and was able to keep Pandemonium 
out of play, but now he had no Stroke of Genius left! So 
what could he do? This issue’s second key play, of course. 

The turn went back to Chapin, and he started going 
through the motions of “going off.” He played a ton of arti- 
facts, including a Scroll Rack, then played Mind 
. Over Matter. When it resolved, he stared at 
his opponent and candidly asked, “Do you 
concede?” “No,” was the immediate response. 
90 Chapin continued to act fearless, using 

Mind Over Matter, Mox Diamond, and 

Tolarian Academy to gain one black and 
more than 60 blue mana. Again, he asked Niwa 
to concede. Again Niwa said no. 

So Chapin played his last trump card. He 
announced confidently, “I'll activate Scroll 
Rack for one, and in response, I'll cast ~ 

Vampiric Tutor.” His opponent had 
no counter. Chapin paused, looked 
straight at Niwa, and shrugged, 
implying that the fatal Stroke was 
now inevitable. And on the spot, 
Niwa conceded! A Jedi mind 
trick—and key play—of epic 
proportion! 
Brian Weissman appears 
courtesy of Collectmart.com, 


the largest Magic card sale 
on the Internet. 


REBECCA GUAY 


REBECCA GUAY 


s designers, we in Magic R&D 
walk a treacherous line. We want 
to make cards that are exciting 
and powerful, but not so strong 
that they unbalance the game. In our 
quest to make cards as close as possi- 
ble to this optimum power curve, we 
sometimes step over the line. Now, 
this isn’t always a disaster, because we 
can often live with overpowered cards 
for the two years they're in the Stan- 
dard environment and then just not 
promote them to the base set. But 
when a card begins to dominate tour- 
nament play, we get concerned. 
One of our goals is to promote the 
maximum number of viable deck 
: archetypes. We like the environment 
to support as many deck types, and 
as many cards, as possible. When 
eck archetype does well, we're 
|. But if it grows so strong that 
deck is either based on the 
arcl type or designed to beat it, we 
have to consider using the Banned & 
_ Restricted List to restore balance to 
the tournament environment. 


We're very reluctant to ban or 
restrict any card. We know that many 
of our customers value their cards 
based on their playability at tourna- 
‘ments, and we don’t want to reduce 
the perceived value of anyone’s collec- 
tion. We also know the Banned & 
Restricted List makes it harder for 
new tournament players to figure out 
which cards they can and can't use to 
build their decks. As much as we 
strive to disseminate the Banned & 
Restricted List changes, we know 
that inevitably some players won't 
find out about them until they’re 
actually at a tournament. And we 
understand that when we ban a card 
because of a certain deck archetype, 
_we deny innovative players the chance 
to remedy the situation with counter- 
measures already available within the 
card set. Given these drawbacks, we 


The Philosophy of 
the B&R List @) Wizards R&D staff O 


Why Cards Get Banned and Restricted e 


ban or restrict cards only when 
it’s truly necessary to preserve 
the tournament environment. 


Specific Changes 
Tolarian Academy. Simply put, 
Tolarian Academy gives too much for 
too little cost. Given the plethora of 
good artifacts with casting costs of 0 
or 1, Tolarian Academy could yield 
tremendous amounts of mana for the 
cheap price of playing a land. The 
“Academy” deck quickly dominated 
all forms of Magic play from Classic 
to Standard. The card was not 
banned in the Urza cycle only 
because there have not yet 
been enough tournaments 
run in this format. 

Windfall. Like Tolarian 
Academy, Windfall gives too much 
for too little—in this case, cards 
instead of mana. At just 2 @ to cast, 
Windfall can, in the right deck, yield 
up to seven cards for its caster. Wind- 
fall was another key ingredient in the 
“Academy” decks because it too took 
advantage of the number of good 
artifacts with low casting costs. 

Braingeyser. With the number of 
alternative card-drawing cards avail- 
able, and without Mana Drain to feed 
it, there is no need to ban Braingeyser 
in Extended. 


Special Note 

Some have argued that the “Acad- 
emy” deck has not yet truly domi- 
nated the Standard environment, 
though few have claimed it won't ever 
need to be banned. We decided to 
ban it now because we only have one 
more opportunity to ban and restrict 
cards before Regionals and Nationals, 
and we need to see what the “Acad- 
emy-free” environment is like. Ban- 
ning these cards now gives us three 
months in the new environment 


before the April 1, 1999 changes. 


What Makes a Card 
Degenerate? 

Magic players often ask why the DCI restricts 
and bans certain cards. In general, we restrict 
and ban cards to prevent degenerate cards 

from undermining the tournament environment. 

Degenerate cards are usually either under- 
costed or unbalancing. A card is undercosted 
if its game mechanic works well but its casting 
cost is too low for its effect. A good example 
of an undercosted card is Ancestral Recall, 
which allows a player to draw three cards as 
an instant. That effect is fine, but to compare 
fairly with other cards it would have to cost 
466,not @. 

A card is unbalancing if its mechanic is too 
powerful at any cost. Sometimes such cards are 
too powerful on their own, but a card can also 
be deemed unbalancing because it puts too 
many constraints on the Magic designers’ abil- 
ity to develop new mechanics without creating 
degenerate combinations. A good example of an 
unbalancing card is Land Tax. Its ability to refill 
a player’s hand, even with lands, means that 
it’s likely to form a degenerate combination 
with any card that uses the player’s hand as 
a resource. Even if Land Tax cost more, that 
would not fix the problem. 
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by) Mark Rosewater 


Classic Moves 


or the last few issues, I have been talking about how Classic 
(Sixth Edition) will be introducing some new rules. This 
issue, I thought I would jump in and talk about a few of the 
changes and explain the reasoning behind them. 
CHANGE IN CLASSIC: No more interrupts. All old 
interrupts will get errata noting that they count as instants. 
What this means; This new rule sounds much more menacing 
than it really is. Counterspells will still exist. Under the new 
rules, they will simply function as instants. While this change 
will have a small impact on certain counterspells (yes, Power 
Sink gets hurt the most), most counterspell interaction stays 
the same. iy ; 
Why the change: Having a completely different set of timing pales 
for counterspells seemed unnecessary. By eliminating interrupts, all 
effects outside of one’s main phase will now follow the same rules. 
Cool new trick: | can respond to a spell by playing Intuition to get 
a Counterspell, which I may then use on the spell to which Tm 
responding. 
CHANGE IN CLASSIC: No more damage prevention phase. 
What this means: Once again, the Classic rule is not what it 
seems. All Classic does is allow damage prevention and redirection 
spells to be played at any time and not only during the damage pre- 
vention phase. This means I may now play my Healing Salve at 
any time. Since damage prevention spells now act like any other 


instant, the Healing Salve creates a shield that will sit and wait for > Two creatures with a creature ei not seen 

damage to be dealt to the target of the Healing Salve. For example, since the Antiquities expansion (okay, it’s not — 

my opponent attempts to play Shock on my Llanowar Elves. In the same as it was in AAS, but it’s pretty 

response, I play Healing Salve to prevent the damage. My Elves close). 

now have a shield that waits for the next 3 damage. The Shock > A better artifact version of a creature from the 

deals its 2 damage, and my Elves retain a shield against 1 further Unglued card set. 

damage for the rest of the turn. The result of this change is that > A Wrath of God variant for two mana. 

damage prevention spells get a little stronger in Classic because you » Excellent additions to several key decks: a 

can use them anytime, and any unused damage prevention sticks killer creature for white weenie decks, several strong 

around until the end of the turn. creatures for Recurring Nightmare, an artifact for 
Cool new trick: My opponent Stone Rains my last plains. In Sligh’s sideboard, and even a dynamite card-drawer 

response, I cast Healing Salve on my Grizzly Bear. My Grizzly for Dream Halls. 

Bear now has a 3 point damage prevention shield on it, allowing » A new twist ona 

it to be a much better blocker when my opponent attacks later in popular artifact (hint: it Phyrexian Reclaimation 

the turn. was reprinted once). fs 
CHANGE IN CLASSIC : Tapped artifacts will still function. » Also, here are few 


What this means: In short, Classic artifacts will work like every names for your perusal: 


other card. For a few cards, like Howling Mine or Winter Orb, Delusions of Medioc- 

that have a strategic value to being shut off, “As long as this card is rity, Gang of Elk, Iron 

untapped” errata will be added to the cards. Maiden, No Mercy, 
Why the change: This rule affected very few cards, and it was and Walking Sponge. 


nonintuitive. It seemed easier to remove the rule and just apply it And finally, a card to _ 

to the text box of the few cards where it matters. whet your ae > 
As always, stay tuned to The Duelist for more updates as the 

release of the Classic card set draws nearer. 


Tihs. rh 
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rave them treat you.” 


hen it comes to choosing 


rm Draft Wise-ly 


Randy Buehler and Gary Wise Know 


the Politics of the Draft 


t’s 1:00 Sunday morning and you failed to make the Top 8 at Pro Tour-Rome. While the 
Top 8 competitors have gone to sleep so they'll be fresh in the morning, the “regulars” are 
hanging out in the all-night gaming room playing some practice drafts. 


THE SETUP 

You're Gary Wise, and a bunch of name play- 
ers start making noises about a Pro Tour-L.A. 
practice draft. You leap at the opportunity. 
However, it’s a pretty tough table, including 
Chris Pikula, Randy Buehler, Sigurd Eske- 
land, Sturla Bingen, Jeff Fung, Andy Wolf, 
and you (Gary Wise). With pride, bragging 
rights, and 24 packs of cards on the line, you 
feel more than a little uncomfortable about 
testing your knowledge of the Urza’ Saga 
draft environment against this crowd. 


After rolling the dice, you get the number- 
three seat with Randy Buehler sitting on your 
left. From the first pack you watch two black 
cards (Vile Requiem and Pestilence) get 
drafted and then grab a Veiled Apparition. 
You wonder why the guy on your right would 
rather fight over black than take a solid blue 
flyer, but that’s not your problem. Randy 
takes Winding Wurm and grabs Fortitude on 
the way back while you draft Cloak of Mists 
(which you consider essentially unplayable). 
The second pack gets spread on the table 
and the player on your right has an easy pick: 
Expunge. You, however, have a very interest- 
ing choice to make. The next best available 
cards are Cackling Fiend, Disenchant, and 


Blanchwood Treefolk. Blanchwood Treefolk 
is clearly the best card left in the pack. A 4/5 
creature for five mana (only one of which is 
colored) is really strong. You consider Cack- 
ling Fiend to be stronger than Disenchant, 
but you are a big fan of Disenchant in this 
environment, which contains a ton of 
enchantments and a number of broken rare 
artifacts. 

There aren't any reasonable blue cards in 
this pack, so you'll have to start making a 
claim on a second color with this pick. What’s 
it gonna be? 


AND THE ANSWER IS... 
Take the Disenchant. 

Obviously you don’t want to 
choose black since at least one, 
and possibly both, of the players 
on your right are already commit- 
ted to black (and they’ll choose 
before you do two-thirds of the 
time). Plus, Cackling Fiend isn’t 
even splashable since it requires 

two black mana to cast. So even 
though it’s the second-best card, you 
dismiss it from consideration rather quickly. 

You're down to a choice between Blanch- 
wood Treefolk and Disenchant. While the 
Treefolk is clearly the better card, the guy on 
your left (that would be me, Randy) has sent 
a message that he wants to draft green. If you do 
draft the Treefolk, he’ll understand you were 
merely drafting the best card available, so he 
won't feel betrayed. But you know he won't 
give up on green either. You'll both have one 
good green “fatty” and you'll be fighting over 
green until one of you backs down (which 
might never happen). 

Faced with the prospect of playing chicken 
for the next several packs and possibly not 
getting enough good green cards to make a 
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Crystal Chess Set comes with an 


$2.95 shipping and handling). You 
will receive playing pieces at the 
rate of two every other month. You 
need pay for only one piece per 
month. Your satisfaction is guaran- 
teed. Return your Reservation 
Application today! 


Chessboard shown 
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162 18h) x3! 


Me nl 


© MBI 
haa elias: RESERVATIONAPPLICATION =—s—i(‘Ceéé‘CS;C*~*™S 
} The Danbury Mint Send no 
| 47 Richards Avenue money now. 


| Norwalk, CT 06857 


| Fantasy of the Crystal Chess set 


| 
| Yes! Please accept my reservation for the Fantasy of the 
{ Crystal Chess Set, as described in this announcement. 


Name: = 
Please Print Clearly 

Address: __ = 

City: 

State: ip: 

Signature: 


Orders subject to acceptance. 


Name to print on Certificate of Registration (if different from above). 


Allow 2 to 4 weeks after payment for initial shipment. 1 oo 1 EDU 1 


deck capable of beating the table, you 
should consider your other options very 
seriously. Your only other option is to 
take the fourth-best card in the pack: 
Disenchant. By taking it and passing the 
Treefolk, you do more than just draft a 
Disenchant. You make an offer. 

Anyone who’s participated in more 
than a couple of Rochester drafts (every- 
one at the table) will realize you are 
handing me green, and anyone with a 
brain will realize you probably want 
something in return. You're proposing a 


treaty wherein you promise to pass all the 


green cards that come your way and in 
exchange you get all the blue and white 
cards that come my way. 

This is a standard maneuver that hap- 
pens during the early packs of any 
Rochester draft. Sure, on the surface 
everyone is starting to draft a deck and 
hoping to open a pack and find a broken 
card. But beneath the surface is a negotia- 
tion process whereby colors get divvied 
up. If you get any truly broken cards 
youll probably make every effort to fight 
for that color—those are the easy drafts. 
The draft we're discussing is one of the 
interesting ones. You can fight for green 
or you can take a less powerful white card 
and attempt to strike a deal with the guy 
on your left. 


COUNTERINTUITIVE 

Is it more advantageous to try to hurt 
drafters next to you or does it make sense 
to cooperate with them? I can answer 
this question by looking at another com- 
mon Rochester tactic: counterdrafting. 
Let’s say youre halfway through the draft 
and you've already committed to your 
two colors. You have a choice between a 
really good card in a color you're not 
playing (like Symbiosis) and an okay 
card, in one of your colors, that you 
would almost certainly play (maybe 
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Duress). Which do you take? 

You can “hurt” the player drafting 
green by taking his or her Symbiosis, but 
then you have Symbiosis in your side- 
board instead of Duress in your deck. Is 
that good? If you work through it, the 
answer turns out to be no. First off, you 
only play three (maybe four) of the seven 
other people at the table. So your odds of 
getting paired against the player who 
would take Symbiosis are less than 50/50. 

If you do get paired against that player, 
he or she might not even draw the Sym- 
biosis, and if it does show up, it might not 


Ey 


have any effect on the outcome of the 
game. All in all, the chance of losing to 
any single card just isn’t that high. Mean- 
while, Duress would be in your deck for 
every duel you play against each of your 
opponents. If you let it go and waste a 
pick on a counterdraft, you could be 
forced to play a mediocre card that might 
lose you a game because you drew it 
instead of getting to play Duress on your 
opponent. 

Counterdrafting just doesn’t make 
sense when there’s a card on the table you 
would play. Of course, if there aren't any 
cards left you would use, then counter- 
drafting can help you (your odds of los- 
ing to that good card if you don’t 
counterdraft it are higher than zero). 
Even then, you might choose not to draft 
that card for political reasons. When you 
choose not to counterdraft, the player 
who receives your present will remember 
you, and most players will return the 
favor if given the chance. If you do coun- 
terdraft a card, that player will remember 
that, too. 


LEARNING THE LESSON 

Gary Wise had already learned this les- 
son when he had to decide between Dis- 
enchant and Blanchwood Treefolk. He 
knew if he handed green to me, my deck 


would be pretty good, but he also knew 
that his own deck would be pretty good, 
and one of us would probably win the 
draft. If we fought over colors, we'd drag 
each other down and someone on the 
other side of the table would probably 
win. 

Fighting and counterdrafting are a 
sure way to guarantee that drafters on 
the other side of the table (who are 
cooperating with each other) will have 
the best decks at the table. Gary didn’t 
know whether his proposal would work 
out better for me or for him, but he 
knew he'd have one of the best decks at 
the table and that’s all you can hope to 
establish. 

Gary took Disenchant and I agreed to 
his bargain, passing him obscenely good 
blue and white cards since no one on my 
left seemed to want any. ‘There weren't 
any truly broken green cards at our end 
of the table, but every card in my deck 
was above average. I splashed red for 
three cards and felt I had the second-best 
deck at the table, behind Gary’s. 

As luck would have it, we got ran- 
domly paired against each other in the 
first round. Gary had a few too many 
Veiled creatures in his deck and I was 
able to attack for five to ten turns with 
the two creatures I dropped before his 
Veils hit the table. It took Gary too long 
to draw real creatures and I was able to 
win two of the first three duels. However, 
we kept playing while waiting for every- 
one else to finish and Gary won four out 
of seven. I went on to win my next two 
rounds and, thus, the draft. 

Gary may not have won the draft, but 
the consensus at the table was that Gary 
had drafted the best deck. His decision 
to hand me green and take a second pick 
Disenchant worked out perfectly. I rec- 
ognized his offer of cooperation and we 
ended up with the two best decks at the 
table. Rochester Draft is surprisingly 
political and, perhaps even more surpris- 
ingly, the best political strategy is “Love 
thy neighbor.” @ 


We're sure Randy felt a lot of love in that 
room after he raked in all those cards. If 
you see an interesting strategic moment 
in “Magic time,” email Randy at 
<buehler@stargate.net>. 
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ations on this powerful 


deck. A week after the 
jUrqa’s Saga release, vari- 
fonts had been posted to 
th | Internet. The 1998 
iStqte Championships 
stnsore vaulted Mind 


Hover Mana high into the 


ind Over Mana (also called 
“Tolarian Blue” or the “Acad- 
emy Deck”) is a heavy combo 
deck, somewhat reminiscent 
of Prosperous Bloom. Like 
ProsBloom, it relies on a mana-generating 
engine to produce ever-increasing amounts of 
mana. Mind Over Matter lets you repeatedly 
discard a card to untap a permanent; using this, 
along with cards that you can tap for more than 
one mana, you eventually power up a big Stroke 
of Genius to run your opponent out of cards. 
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BUILDING THE DECK 
The first decision for a Mind Over Mana deck 
is how to build your mana engine. The most 
common versions for both Standard and 
Extended used Tolarian Academy along with a 
host of cheap or free artifacts. However, Tolarian 
Academy has now been banned in both these 
environments. A less popular (but stronger) 
Extended version uses islands and High Tide. 
Blue-green Standard versions also exist that use 
Gaea’s Cradle with lots of creatures. 

Whether you choose High Tide or Gaea’s 


Cradle, you'll want four copies to maximize 
your mana as soon as possible. High Tide’s 
effect lasts only one turn, so it’s good to have 
spares in case you fail in your first attempt to 
“go off” with Stroke of Genius. Even though 
Gaea’s Cradle is a legendary land, extra copies 
aren't useless. While only one can stay in play at 
a time, Fifth Edition rules let you play another 
and tap it for mana before it has to go to the 
graveyard. 

REVVING THE ENGINE 

Now for the rest of the engine—Mind Over 
Matter and card-drawing spells. Extra copies of 
Mind Over Matter itself aren’t useful except as 
spares if one gets destroyed. With its huge cast- 
ing cost, it can really choke your hand if you 
draw several early. However, since the spell is 
critical for the deck, most players include three. 
Some Extended versions use just one copy of 
Mind Over Matter with Vampiric Tutors to dig 
it out. 

Time Spiral and Stroke of Genius provide 
the mass card-drawing power the deck depends 

on. (Windfall was the weapon of 

choice but has now also been 

» banned.) Most versions use four 

of each. Some Extended decks 
go even further by including a few 
copies of Prosperity, and usually 
three or four Impulses or Intuitions 

(often both in the High Tide versions). These 
spells don’t build up your hand size, but they 
help you retrieve the cards you need to make 
the combination work. 

The Tolarian Academy versions also needed 
artifacts. Four Mana Vaults were an obvious 
choice, while four Voltaic Keys supplemented 
this backup mana producer and pumped the 
Academy. Most versions also included Scroll 
Racks, Mox Diamonds, Lotus Petals, and 
Urza’s Bauble. These choices are academic now. 
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RUNNING INTE 
Finally, add some alk to interfere with your 
opponent. Tolarian Academy versions didn’t 


KEITH PARKINSON 


have a lot of room for this, since 


they were so loaded with artifacts, 
but High Tide versions go wild here 
and can include 15 or more disrup- 
tion spells. 

Countermagic is the most obvious 
disruption tactic, and there are 
plenty of choices. Good old Coun- 
terspell works fine. Some players 
prefer Power Sink to tap the oppo- 
nent out before popping the combo. 
Force of Will is popular in 
Extended, as is Arcane Denial for its 
card draw. Even Force Spike works, 
because it’s strong in the first few 
turns against creature rush strate- 
gies—and games against that type of 
deck don't last long. 

Other popular spells are Abeyance 
(for multicolored Extended versions) 
and Turnabout. Abeyance com- 
pletely blocks your opponent's ability 
to respond when you “go off” and 
also works offensively against other 
Mind Over Mana decks: Play it in 
response to your opponent’s Time 
Spiral to shut him or her down and 
grab the advantage. 

Turnabout is also versatile. You 
can use it to tap all of your oppo- 
nent’s land before you “go off” when 
facing an opponent with counter- 


magic, tap creatures to gain an extra 
turn against a creature horde, or even 
untap your own land in a pinch if 
you haven't yet drawn Mind Over 
Matter. 

It’s also a good idea to have one 
“bounce” spell (Capsize or Rescind) 
in case your opponent pops up with 
Abundance or Pursuit of Knowl- 
(either of which protects 


edge 
against library depletion). Some 
multicolor versions instead include a 
direct-damage “X” spell for an alter- 
native win. 


| 

PLAYING THE DECK 
A Mind Over Mana deck can sometimes “play itself” if you get 
A lucky start, but most of the time it requires quite a bit of care 
and calculation. Don’t just build one and take it to a tourna- 
ment—you'll probably get stomped. If you want to play Mind 
Over Mana, give yourself plenty of time to practice. 


First, play against a “goldfish” opponent (an imaginary player 


who does nothing but play land) to get a feel for the deck and 
learn which spells are best at different times. Then practice 
against the dominant deck types to adapt your strategy to what 
your opponent tries to do. 

A lot of Mind Over Mana decisions involve calculating odds. Do 
you throw all your mana into a Stroke of Genius, hoping to 
draw enough cards to continue, or do you play it safe with a 
smaller Stroke and hold some mana back? Maybe it would be 
better to use Scroll Rack or Impulse first. Can you afford to 
wait, or will your opponent force enough damage past your lone 
Counterspell next turn to finish you if you don't go for it now? 

One important tactic that many less experienced players miss 
is thinning your deck. The first Time Spiral won't necessarily 
find you a card-drawing spell that will 
let you continue. The odds get better 
the more cards you remove from your 
deck, so hold off playing Time Spiral 
and use other drawing abilities to go 
through as much of your deck as you 
can. That way, when you finally do 
play the Spiral, you have the best pos- 
sible chance of drawing something 
that will let you keep going. 


LOOKING FORWARD 
After Pro Tour-Rome, the rumor mill 
began to buzz with word that Tolarian 
Academy would be banned from both 
Standard and Extended tournaments. 
Several other cards from the Mind 
Over Mana deck were also rumored 
to be on the hit list. As we all know, 
both Tolarian Academy and Windfall 
have been banned in these formats (to 
help slow down the deck enough that 
other decks can compete). So what's 
the future of this deck type? 
Removing Tolarian Academy obvi- 
ously kills one form of the deck, but 
players have already begun experi- 
menting. In addition to the blue/green 
Gaea’s Cradle version, I’ve also heard 
rumors of a blue/red variant with 
Mana Flare. In Extended, the High 
Tide engine works better than Tolar- 
ian Academy anyway, due to its extra 
countermagic and disruption capabili- 
ties. Mind Over Matter itself wasn’t 
banned, so the deck will continue to 


be viable. @ 


According to BethMo, the rumored ban- 
ning of islands to slow down Merfolk 
decks is totally unfounded. 


Most strategy 
articles, includ- 
} ing some I have 
written here, are packaged 


TM Ml on the Internet 


tions, methods, and formulas 


to help you win. However, no his month, I hope to persuade you 


one person actually knows that it is paramount to take a cre- 
ative approach to deck construc- 
everything about Magic, so at tion—especially for the average 
player—rather than 
decklists off the Internet. 


Before I lay out my argument, let’s set some 


best any author’s prescrip- — 
tion is but well-informed (you 
ed boundaries and definitions. This argument is 
hope) opinion. Authors don’t not absolutely universal and I am not saying 
state facts so much as make there’s no value to playing Internet decks. You 
can and should learn from playing stock 
persuasive arguments about decks; these decks are built by good players 
how they think Magie works. using good ideas, and it’s foolish to completely 
ignore this work. There are also occasions 
when constraints such as time, tournament 
cost, or card availability make it tough to take 
creative risks. 
However, I believe that whenever the situa- 
tion allows, it is worthwhile to search for a 


creative solution in deck construction. By a 


creative approach, I mean centering your 


deckbuilding around finding original solu- 
tions or decks that are significantly different 
and superior to those common in the environ- 
ment. 


THE INTOXICATING INTERNET 

Creativity fosters skill development, while 
reliance on the Internet encourages depend- 
ence. Many beginner or intermedi- 
ate players justify using Internet 
decks by saying they don’t have 
enough skill to build competitive 
decks. While this reasoning may be 


valid early in a Magic career, this 
sort of thinking is dangerous 
because it encourages mental lazi- 
ness and dependence. 

After winning tournaments with 


Cornucopia Intelligentsia. 
With all of the great Magic: The Gathering resources 
on the Laternet, it 1s easy to see bow one might become 
reliant on other peoples discoveries. 
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Rage Against the Machine 


An Argument for Creativity over Reliance 


someone else’s well-honed deck, players 
invariably find it hard to make the effort to 
think of their own ideas and build their own 
decks. They may even feel this effort is 
“wasted” since their own decks will inevitably 
fail to perform as well as the polished Internet 
decks. This dependence is powerful because 
stock decks make winning so much easier. 
Winning is extremely intoxicating, so playing 
stock decks can be addictive—a sort of mental 
liquor for Magic players. 

However, like alcoholism, dependence on 
stock decks is extremely harmful. Continually 
relying on someone else’s ideas will cause a 
player’s ability to build original decks to atro- 
phy (or never develop at all). Furthermore, 
deck construction requires the confidence to 
take risks, to admit the possibility of losing as 
a result of one’s own flaws. Players cannot 
develop this confidence if they never attempt 
to realize their own ideas; such players are 
always afraid to try out their ideas for fear they 
won't be “good enough.” This fear results in a 
spiral dependency wherein they can never 
become “good enough” because they never try 
out their own ideas. 

The key to developing creativity is the will- 
ingness to lose. Certainly, losing should never 
be your goal, but you shouldn't have an 
unhealthy fear of losing either. To be a suc- 
cessful Magic player, you need to accept that 
losing is a common occupational hazard of 
competitive sports. Professional players have 
all lost thousands upon thousands of duels. 
While a desire to win is important, copying 
decks will only hinder your ability to improve 
over the long run. 


THE 10 PERCENT SOLUTION 
I have a general rule when designing tourna- 
ment decks. I always aim to play a deck 
whose basic theme is likely to be used by less 
than 10 percent of the players in the tourna- 
ment and that is at least 10 percent different 
from any of those decks. This rule is not due to 


a personal ethical code or the result of 
high principles. Rather, it’s a pragmatic 
strategy. There are two reasons why cre- 
ativity makes sound strategic sense. 

Much of actually winning Magic duels 
is based on what I call “negative skill”—a 
nice way of describing the ability to make 
fewer mistakes than your opponent does. 
Unlike chess, Magic offers a limited number 
of possible good plays each turn. There- 
fore, with the opportunities for brilliant 
play limited, the ability to make fewer mis- 
takes than your opponent is critical. 

However, Magic still has an aspect of 
uncertainty—your opponent’s hand and 
both players’ libraries are hidden from 
view. Due to this hidden information, 
when offered a choice of two comparable 
plays, you can never be absolutely certain 
which move is better. The best you can do is 
make informed judgments based on prob- 
abilities, the way your opponent has been 
playing, cards you have already seen, and 
your knowledge of deck types. 

Originality in deckbuilding makes a 
major difference in what your opponent 
can tell about the cards in your deck. Play- 
ing a card-for-card copy of a common 
Internet deck greatly helps opponents to 
maximize their decision-making. Deter- 
mining optimal plays is much easier when 
your opponent can mentally reduce the 
number of variables affecting the deci- 
sions from thousands of card arrange- 
ments to just a few dozen. 

Against a stock deck, your opponent 
can smugly make the play he or she has 
seen succeed in hundreds of playtest 
games against that deck. Well-prepared 
players may have played against your deck so 
often that they have established exact play 
routines. Simply put, if your opponent 
knows exactly what cards are in your deck, 
he or she gains a substantial edge. The less 
certain your opponent is of your deck’s 
contents, the more likely it is that he or 
she will make a suboptimal play. 

This advantage becomes even more 
pronounced with sideboarding. Not only 
will your uncertain opponent have trouble 
deciding which cards to add and remove 
against your deck, he or she may not even 
have any sideboard cards that will be 
helpful against you. In contrast, playing a 


deck that everyone has prepared to 
encounter is like walking into an 
ambush. Many of your opponents 
may have six or seven cards specifi- 
cally designed to hammer away at 
your deck’s weaknesses. 


CLONES ARE SELF-EVIDENT 

The nature of skill in the Magic 
game is the other reason to employ 
creativity. Watch a match between 
two high-level players who are both 
using stock decks. It’s likely you'll 
see a match in which neither player 
has to make a play choice of any conse- 
quence. Every move is self-evident. Both 
players know the exact card types, land 
ratios, creature configurations, pacing, 
and possible methods of victory over the 
other player’s deck, so optimal plays are 
obvious every step of the way. 

Therefore, if the “best choice” is often 
obvious when playing Magic, deck con- 
struction may be the only factor that will 
make a difference. Assuming the impetus 
behind playing a competitive sport like 
Magic is to demonstrate and improve 
your skill, playing a cloned deck is in 
many ways futile, because you forfeit 90 
percent of the skill involved in the game. 

Players who regularly copy decks from 
the Internet will often say they demon- 
strate their skill through their deck selec- 
tion, even if it is someone else’s creation. 
Cloning a deck with thousands of hours 
of playtesting by top-level players is sim- 
ply intelligent strategy. There is some 
truth to this. If all the decks you have 
made are worse than the common Inter- 
net decks, it doesn’t make a lot of sense to 
use one of your decks in a $30 qualifier. 

However, what I find problematic is the 
assumption that stock decks represent the 
absolute pinnacle of deckbuilding in any 
environment. I am upset by players who, 
given any new environment, reflexively 
look to someone else’s effort and skill for 
a deck. There are billions of possible 
60-card decks you can construct from a 
900-card environment, so it is unlikely 
anyone will ever find the “best” deck for 
any environment. 

Furthermore, because of the way Magic 
sets are designed, almost every deck will 


When the Pros post, people listen. 
(Top to bottom) Team Deadguy, 
CMU, Mindripper. 


have a certain number of weaknesses that 
can be exploited by other cards in the 
environment. So there is always a better 
deck out there somewhere, and it’s always 
worthwhile to try to find that deck 
through playtesting. If you don’t try to 
find a better deck, you essentially abandon 
your skill. 


FIGHT THE TEMPTATION 

This argument is not meant as an attack 
against players who play prefabricated 
decks, and I don’t mean to imply that 
using such decks is valueless or unethical. 
There is nothing wrong with playing 
stock decks to improve your skill or to 
achieve a short-term goal like winning a 
specific tournament. 

What I would like to banish is the 
immediate impulse to prefer another 
player’s ideas over your own. This impulse 
is the result of a resignation to inferiority, 
a mental laziness, and a lack of confidence 
that may slowly lead to the death of cre- 
ativity in the Magic game. It is against 
this death of creativity I rage. * 


Eric Tam took great offense at allegations 
made here that, as a Canadian, he does not 
drink beer or play hockey. In fact, Eric often 
goes to bars in the hope that a hockey game 
will break out. 
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TERRIFYING GAME EVER IS. 
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! Planar Collapse can 
mimic Wrath of God, but 
‘sleeps’ until triggered. 
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Although the action in both Urzas Saga and Urzas Legacy (not to mention the 
forthcoming Urza’s Destiny) revolves around the mythical planeswalker, it is 
Scott McGough, creative editor for the Magic team, who knows the real story 
behind Urza. We caught up with McGough and asked him about the events 


in Urzas Legacy, 


It's true you can always tell where Urza's 
been by following the trail of wreckage, 
but let me assure you that Shiv and its 
inhabitants are quite safe. Urza has 
always preferred the company of arti- 
facts and machinery to that of people: 
it’s just the way hes wired. Since he's 


traveling to Shiv to work with the mana 


rig, it’s a pretty safe bet he'll take special 
care not to blow it up (we hope). 


Except for Argoth, which was destroy- 
ed, Urzass plan keeps him on the move 
among many of the realms he visited in 
Ureas Saga. He travels back and forth 
between Shiv and Tolaria, developing 
the Legacy artifacts—-especially Karn, 
He visits the sentient forest of Yavi- 
maya to enlist its aid in completing the 
Legacy——and must answer to its resi- 
dents for the destruction of Argoth. He 
also returns to Serra’s realm to acquire 
perhaps the most important piece of 
the Legacy puzzle. Though he doesn’t 
go to Phyrexia (his last trip showed him 
what a truly bad idea that is), you could 
say that Phyrexia visits Urza.... 


Well, as Bill Withers sang, “We all 
need somebody to lean on.” Urza took 
on Phyrexia alone once, and it didn’t 
work out. He's now abandoned the 
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brute-force approach and started mak- 
ing a long-range plan. Urza realized he 
didn't have everything he needed nor 
the time necessary to do it all himself. 
That was the main reason he founded 
the lolarian Academy—to gather 
Dominaria’s best and brightest under 
one banner. We'll soon learn if hook- 
ing up with mortals was a good or 

bad idea for our planeswalking 
protagonist. 


Apart from the fact that there’s been 
nothing like it since the height of the 
‘Thran Empire over 8,000 years ago? 
Apart from it being one the most 
important components of the Legacy? 
That it’s a complicated mix of metal, 
living wood, and magic that took 
dozens of Dominaria’s best wizards and 
artificers, working alongside a major- 
league nature spirit [Multani] and the 
mightiest planeswalker ever, to create? 
Nothing, really. It’s just a flying ship. 


Now, now. Urza isn’t a warm personal- 
ity or a gifted conversationalist, but if 
you were catapulted to near omnipo- 
tence at the moment you killed your 
evil brother and tore a huge chunk out 
of the globe, you might not be much 
fun to be around either, Add in what 
he learns about Phyrexia’s plans for 
Dominaria and you can see why Urza 
is so obsessed. He really is trying to 
save the world. [f he fails miserably 
and all Dominaria winds up as 
Phyrexian fertilizer, then we can start 
calling him names. ® 


Aldous the ee are a od you a 


oh a built-in Terror. : 
‘The Urza's Legacy package « also 
contains more “free” cards, which a : 
_ a caster untap lands equal to their 
total casting cost. Lead developer 
Hnery Stern believes the hot card of 
the set will be Palinchron, a 4/5 
Blinky” with flying. 
In fact, Urzas Legacy contains | 
many tournament-quality cards. 
Elliott believes this is one of the most 
powerful sets of the last few years. Whereas 
Urza's Saga cards were heavily combo-ori- 
ented, Urza’ Legacy has many that are useful : 
on their own. However, if you want more a 
information about specific cards in the set, 
you'll have to come back next month. 


MARK TEDIN 


to ay the ene it’s the ae ae the 


nyrexian Plaguelord | 
will be no stranger to 


the graveyard. 


cards that Lo the set oe an 


immerses you into your role as a planes- 


walker. The challenge for the Magic Conti 


- nuity department was bringing life to 


story told in the cards. The creative process 
is a group effort, where ideas are born and | 


grow in many brainstorming sessions. 


For example, Urza’ Legacy contains a 
number of Faeries. Faeries had existed o 
in green, which isn’t the best flavor for small 
flying creatures. It was Chaz Elliott, former 
Magic creative director, who came u wi 
an idea to connect the new blue flavor of 
Faeries to the story events. He al ggested 
that the interaction between Yavimaya’s 
magic and the Tolarian environment could — 
generate a new species of guardians for the 
developing Weatherlight. . 

In turn, the Story team suggested 


es ee oe for this 


MATTHEW WILSON 


weaken another creature through its own 
sacrifice. Flavor text and imagery linked 
these powerful creatures. 


While story holds the cards together, the 
art attracts people to the game and makes 
them want to unwrap that package. [he 
core conceptual team of Mark Tedin, 
Anthony S. Waters, and Brian “Chippy” 
Dugan worked under the direction of 
Ron Spears and Jesper Myrfors to build 
the distinctive images in this chapter of 
Urza's tale. 

In addition to the unique settings of 
the Phyrexian time bubble and the 
introduction of the Ghitu people (see 
the “Beauty and the Beast” sidebar), 
some familiar environments reappear in 
Urza’s Legacy. The darkened, harsh rem- 


nants of Serra’s domain took form 


largely through the work of Pete Venters 
and Chippy. 

Mark Tedin continued to explore the 
Thran mana rig in Shiv and developed 
the characters of Barrin and Jhoira. He 
also established the look of Multani, the 
future teacher of Gerrard and the avatar 
of Yavimaya forest. 


Anthony 
Waters did most 
of the creative 
work on Yavimaya, 
which was first 
explored in the 
Alliances expansion. 
In fact, Yavimaya 
Ancients, a card illus- 
trated by Quinton 
Hoover, was the starting point for 
Waters. “I was intrigued by the idea of an 
actively sentient forest and by the braided 
bark of the trees in Quinton’s piece.” 
Waters created Treetop Village for the 
Legacy style guide (a set of illustrations 
and text that artists use to keep the art- 
work consistent). Waters’ piece depicted 
Yavimaya so well, it wound up on a card. 


So there you have it. As ever, a Magic 
set is one part card mechanics, one part 
story, and one part artwork. You need 
all these working together to create a 
lasting gift for the Magic playing com- 
munity. And for you collectors out 
there, the premium cards add a new 
dimension to the magical package of 
Urza’s Legacy. Check next month's 
Duelist for the complete card list and 
player's guide. # 


Jennifer Clarke Wilkes plans to collect all 
the premium Goblin cards. 


The Palinchron is just one of 
the “free” creatures featured 


in Urza's Legac 
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The Extended Environment Opens Up 
2 oe Rae: eee da 


by Erik “Mad Genius” Lauer 


tPro Tour-Rome, the Extended Meta- His Merfolk deck was 2-3-1 against decks not using Time 

game hinged on one card: Time Spiral. Spiral, yet he made the finals! With the banning of Tolarian 

Most successful decks either used Time Spiral or Academy and Windfall (two cards integral to the devastating 
were built to beat those decks. Four of the Final 8 decks speed of most of the decks using Time Spiral), the Extended 
at Pro Tour-Rome used Time Spiral, but I think Nicolas environment has opened up again. In this article, I’ll look at 
Labarre’s experience best demonstrates the bizarre meta- six decks I believe will dominate the upcoming Extended Pro 
game at Pro Tour-Rome. Tour—New York qualifier season. 


Ext 


The most obvious deck to play in the new Extended environ- 
ment is some version of the “High Tide” deck designed by 
Jason Opalka and played by Mark LePine. A variant of the 
Tolarian Academy deck, this deck plays more like a Draw-Go 
permission deck, except that instead of playing a Nevinyrral’s 


The recent bannings should also allow a resurgence of Night- 
mare Survival decks (those using Recurring Nightmare and 
Survival of the Fittest). Brian Selden demonstrated the power, 


Disk, the High Tide player suddenly drops High Tide, flexibility, and consistency of this deck by winning the 1998 
draws a lot of cards, and kills with Stroke of Genius. World Championships with it. 
High Tide decks blend some of the best parts of Using the title combo and a large assortment of utility crea- 


way to play this deck is to use your counterspells to and use whichever creature he or she needs 
dull your opponent’s attack while your card- in any given situation. For example, if your opponent con- 
drawing cards find combo elements. When you trols a Shivan Dragon, you might sacrifice a Bird of Paradise to your 
have the combo (or you're about to die), play 


: 
| Draw-Go and the Tolarian Academy deck. The best tures, the Nightmare Survival player can find 


Recurring Nightmare to return a Nekrataal from the graveyard to play, 

_ High Tide to double your mana supply for the killing the Shivan. You can activate Survival twice to pull any creature 

__ test of the turn. You can now play Time Spi- from your library and put it into your graveyard, where Recurring Night- 

al to Be anew hand and — ae land ¢ or mare can put it directly into play. 
; Players dispute the best way to build this deck. Should it stress combos and 
use Vampiric Tutor to fetch Survival and Nightmare, or should it include more 

flexible creatures, such as Tradewind Rider? I prefer having more card searchers, 

and more speed in the form of mana accelerators, including the long-forgotten 
Elves of Deep Shadow from The Dark expansion. Wasteland also combines well 

with mana acceleration—you can destroy your opponent’s mana base and still 


build yours by playing more Elves. 


This core combo has dealt its share of bad 
dreams: Recurring Nightmare 
& Survival of the Fittest. 

They have also been seen in the company of 
Vampiric Tutors. 


Sligh has been very successful in Con- 
structed qualifiers. This mono-red deck 
uses a mix of cheap creatures and direct 
damage to kill quickly and consistently. 
By using only one color and 
stocking low-cost spells, a 
Sligh deck can win witha 
one-land hand. In addition, 
direct damage gives the deck flexibility. 
The direct damage is primarily used for 
creature control, but you can punish crea- 
tureless opponents by aiming your direct 


damage at them. Because Sligh decks 
only need red mana, Blood Moon (which 
turns all nonbasic lands into mountains) 
is an excellent sideboard card. 

Everyone agrees on some of the con- 
tents of the Extended Sligh deck (Jackal 
Pup and Lightning Bolt), but other cards 
are up for debate. I tend to favor using 
more Goblins along with Goblin Lackey. 
A first-turn Goblin Lackey can give you 
an explosive start. On turn two, you can 
play Lightning Bolt on a potential 
blocker, use Wasteland on your oppo- 


Yourself. 


nent’s land, and still put 
Mogg Flunkies into play 
with the Lackey’s ability. 
A Lackey Sligh deck 
typically plays a mixture 
of Fireblasts and 

Goblin Grenades 
(perhaps three of each) 


as finishers. 


There’s nothing subtle about Sligh— 
damage, damage, damage: 
Jackal Pups 

& Lightning Bolt. 


The most successful deck dur- 
ing the last qualifier season 
should again do well. Coined 
“PT Jank,” this Kyle Rose 
innovation is an AQQres— 
sive white weenie 
deck that adds red 
for direct damage and 
(sometimes) other aggressive 
creatures. For example, Olle 
Rade’s Jank deck used Jackal 
Pup at PT—Rome. However, 


Tide player tries to double his 
or her mana supply, you can 
respond with Abeyance. If the 
High Tide player tries to L 
counter, you can respond with 

Pyroblast. Even if your oppo- J 
nent counters again, he or she 
will have tapped valuable 
islands for only one mana 
each (since High Tide 

hasn't resolved yet). Here’s a 
Jank deck I like. Notice its 
flexibility and numerous 


a 


White (28) 
1 Aura of Silence 


2 Disenchant 
removal cards. 


quer 


the most important card in this 
deck is probably Cursed Scroll. 
Like Sligh, Jank has so many 
low-cost spells that you can 
quickly empty your hand and 
make effective use of Cursed 
Scroll. 


Unlike its mono-red coun- 


It’s not named “Cursed” for 


1 Enlightened Tutor 
2 Icatian Javelineers 
1 Pariah 
4Savannah Lions 
2 Soltari Priest 
4 Swords to Plowshares 
4Tithe  . 


nothing. The Jank deck’s 4White Knight : 
terpart, however, Jank has weapons: Cursed 3 Paladin en-V: 
more flexible white control Scroll, Swords to : Re 


cards, like Tithe (which can 
fetch dual lands in Extended), 
Disenchant, Aura of Silence, 
and Honorable Passage (an 
important card in the 


Sligh—Jank matchup). This 


additional flexibility appeals to Srinath 


cs the 
scroll deals 2 


some players more than does 
the direct nature of Sligh. 
Sideboarding both Pyroblast 
and Abeyance gives Jank an 
excellent chance against High 
Tide decks. When the High 


Plowshares, & Tithe. 


sme a card “Target opponent 
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_1Suleiman’s Legacy 
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Sideboard 

2 Abeyance 

1 Aura of Silence 
1 Blood Moon 

1 Conversion 

1 Karma 
2 Pariah 
2 Pyroblast 

2 Red Elemental Blast 


NI ae fe: 


Necropotence decks are always a force in Extended due to the 
power of trading life for cards on a one-for-one basis. However, the 
huge (and quick) damage Sligh decks can inflict on Necro does 
pose a problem. Necro decks generally fight back with hand 
destruction, using Duress and the ever-popular Hymn to Tourach 
to disrupt the Sligh damage curve. 

Life gaining is another common element of 
a successful Necro deck. The most common 
card here is the dual-purpose Once a 
Necro deck goes into “Drain mode,” it can use the life gained to get 
more cards to find another Drain Life, and so on. In Extended, you 
can power these Drains with Lake of the Dead, an A//iances land 
that lets you sacrifice a swamp for P®®®. 

It can be difficult to achieve Drain mode against heavy damage 
decks (like Sligh) often enough to win a Pro Tour Qualifier. To 
help fight Sligh, you can add red for additional removal and possi- 
bly white for sideboard cards to use against red. For instance, 
Firestorm works well because you can use Necropotence to get a 
hand of ten or more cards and then throw ae least useful cards 
into a big Firestorm. 
This combination clears your opponent's 
creatures (while your creatures remain on 


Control 

Control decks can be an unmovable rock in the hands 
of the right player. The important elements 
of a control deck are 


The Extended environment provides 
quality permanent removal (like Lighting Bolt and 
Swords to Plowshares, the two most efficient creature- 
killers ever printed), an almost endless supply of coun- 
ters, and sufficient card drawers (most notably, 
Whispers of the Muse). 

However, Sligh, Necropotence, and Nightmare Sur- 
vival pose such diverse threats that most control decks 
have a hard time in this environment. A control vari- 
ant I suggest is Humility—Orim’s Prayer. These two 
enchantments almost completely nullify creature- 
based threats because creatures lose all abilities and 
cant reduce your life by attacking. 

With these two permanents controlling creatures, 
you can use Kjeldoran Outpost to make enough 
tokens to eventually defeat your opponent, but 
I find this option is usually too slow. I think a better 
plan is to use Stroke of Genius, both to draw cards 
and to win by running your opponent out of cards. 


os Mid the iu. 


Erik Lauer isa 31 -year-old graduate student (Math, of course— 
what else?) who lives in Pittsburgh, Pennsylvania. Known as the 
“Mad Genius of Magic,” Erik is one of the top deckbuilders in the 

world. We recently asked Erik a few questions about his “other” 


profession. 


When and how did you start playing Magic? 


I started when Beta was printed. | was a computer science under- 
grad and my friends started playing (with Alpha cards) after finish- 
ing a team project. 


Tell us about the “Mad Genius” nickname. 

Eric Taylor wrote a tourney report when he qualified for the first 
PT-Chicago. | had beaten him in many qualifiers, but on this day he 
prevailed and was very happy about it. He started his report by 
saying, “I had to beat the Mad Genius of Magic to qualify....” 


What was your first deck? 

When | got my first cards, | built a mono-green deck with Elves, 
Juggernauts, Giant Growths, and Berserks. It was simple and 
mindless. 
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Variant Deck 


(14) (3) 


3 Disenchant 3 Gaea’s 
1 Gerrard’s Wisdom Blessing 
4 Humility (24) 
3 Orim’s Prayer 1-Forest 
3 Swords to Plowshares 7 Island 

(19) 7 Plains 
4Counterspell 4Thawing 
3 Forbid Glaciers 
4 Force of Will 4Tundra 
4|mpulse 1 Wasteland 
2 Intuition 
2 Stroke of Genius & 


Erik Lauer, the ‘Mad Genius of Magic,” 
played a rogue Daffy Duck Deck at 


Pro Tour-Toon Town. 


How about your best deck? 

The best deck | ever made was probably 
the black/red/white Necro deckRandy 
Buehler used to win PT-Chicago. 


And your favorite deck? 

My favorite deck was the “Big Blue” deck! designed 
after Ice Age rotated out of Standard. No one played 
mono-blue decks then (black had dominated for a long 
time and, before that, red and white were the power 
colors), so it was considered a “rogue” deck. People 
assumed the deck had 20 permission spells, but it was 
an aggressive big-creature deck with nine counters 
and a lot of card drawing. | had fun casting Mahamoti 
Djinn in tourney play, and it won more than 20 consec- 
utive sanctioned eee 


So how do you build these decks? 

| look through each new set for cards that let you draw 
more cards and try to figure out how to best fit these 
into a deck. While building a deck, I’m careful to make 
sure my deck will use all its mana efficiently. 


The control freaks can’t agree. Lauer suggests: . 


Roque Decks 
There will always be some rogue decks that 
round out any environment. Andreas Jonsson 
nearly made the Top 8 at PIT—Rome with a 
rogue green creature deck. His basic concept was to 
use green’s highly efficient ground creatures, the sur- 
prise value of a green deck (nobody expected it, so few 
players packed anti-green sideboard cards like Perish), and 
the consistency gained from using just one color to win. 

Other rogue decks tend to use strange card combina- 
tions. Most Time Spiral decks fit this category. “Fruity 
Pebbles” was successful in last year’s Extended qualifiers 
and might prove itself again. Most successful 
combination decks have a 

that wins the game. For 
example, Fruity Pebbles used Enduring Renewal and 
Shield Sphere to repeatedly activate Goblin Bombard- 
ment, while the Time Spiral decks used Tolarian Acad- 
emy or High Tide with Mind Over Matter to power a 
large Stroke of Genius. 

Between these (and yet unknown) rogue decks, and 
the six decks I’ve discussed here, Extended looks wide 
open this season, with every deck having some strengths 
and weaknesses. I hope my insights help your deck 
selection and play choices in the exciting Extended 
environment. 
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J apanece. lide hath Mickey - 
Mouse is to American kids: 


a national treasure. 


According to Ron Foster, who translates Pokémon from Japanese to 

English for Wizards of the Coast, Pokémon is more than just a game. In 
four years, the electronic Game Boy version has sold more than 11 mil- 
lion units. Training centers—where players can buy an incredible array 


of Pokémon merchandise—are always full of excited players. 


BY 
MieHAEL 4. RYAN 


SVECTAL SECTION 


Pikachu, easily the most popular character, is everywhere—from towels to back- 
packs to candy to neckties to commercial jets. “I’m serious,” Foster says. “ANA has 


a Pokémon plane that’s covered with Pokémon characters inside and out.” Pikachu, | 
Foster suggests, is as recognizable in Japan as Hello Kitty or Mickey Mouse and has 
_ been seen in movies, ona TV show, as dolls, keychains, phones—even un rw: 
Pikach is ubiquit us in Japan,” he says. 


ent p! mo cards, bringing th grand. : 
total of Pocket Monster cards to 


more than 450. These cards have 


been available in starter decks, in 
booster packs, and in vending 


machines (where you get a sheet 


of three peel-off cards as well as 


damage counters and coins). 


At the time of Pokémon’s release, 
the Magic: The Gathering trading 


card game was very popular in 
Japan. “We'd had a Grand Prix,” 


Foster says, “and there was media 


coverage of the game. Pokémon was 
able to take advantage of the general 


popularity of card games as well as 


that of the electronic game. 9. Hitm onchan 


esnt 


This fighting got 0 ae aaa 
Since then, the trading card game market play pe ad 
: : Hit Points 2 
has expanded impressively in Japan. Eighty th its a al s attack. 
\ts se ; - 
percent of high school students have either played costs ig even more im" oe 
Haymaker gamag ye ncHitmon- | 
+ . ‘ a , Smon- 
the Magic TCG, currently play it, or know someone who sive. ie dup into a Bact” in loesnt need ol 
; action and it pro ; der to 
does. This awareness had led to the development of suc- v a 2 making ‘thar 


cessful Japanese TCGs (in addition to Pokémon, the 
game Monster Collection sells well) and the continued 


growth of more advanced games like Magic. 


“Pokémon actually helps the Magic scene,” Foster notes. “It 
introduces young children to TCGs. Eventually, they ‘graduate’ from Pokémon 
and move on to more complex games, the first and foremost being Magic. And 
while Magic is still the most popular TCG in Japan, Pokémon is second.” 


a As with the Magic TCG, Pokémon generates tournaments (including special 


Andy’s hand 


ROBERT EB2VUTSCHERA 


Pokémon has a lot in common with games like Magic. You play cards 


from your hand, and some of those cards are creatures—that is, Poké- 
mon—that fight for you. Some cards, like the Pokémon and the Energy 
cards that power up their attacks, you play once and then use turn 
after turn, but other cards—called Trainers—are played once and then 
discarded after they have their effect. 

However, Pokémon is different in a number of ways. There are no 
costs to playing cards; if a card is in your hand, you can just play it. In 
order to attack, Pokémon need Energy cards attached to them, and 
the more powerful the attack, the more Energy you'll need attached to 
that Pokémon for it to use the attack. You only have one Pokémon, 
called the Active Pokémon, fighting at a time (other Pokémon wait on 
the Bench, ready to join in if the Active Pokémon leaves the fight). 
Your Active Pokémon fights directly against your opponent’s Active 


End of Turn One End of Turn Two 


of your opponent's Pokémon. 

Another thing that separates Pokémon 
from other trading card games is the way 
your Pokémon evolve into more powerful 
incarnations. For example, if you have a 
Pikachu on the table and a Raichu in your 
hand, you can play the Raichu card on top 
of the Pikachu card. Raichu has more Hit 
Points and more powerful attacks than 
Pikachu, but you can only play Raichu if 
you already have a Pikachu on the table. 

Here's how the first few turns of a Pokée- 
mon game might go. If you have a starter 
set, follow along! 

Andy and Becky are playing. Andy won 
the coin toss, so he goes first. In his open- 
ing seven-card hand, Andy has Charman- 
der, Charmeleon, four Fire Energy, anda 
Gust of Wind. Becky has Machop, Rattata, 
three Fighting Energy, and two Potions. 
Each player also takes three cards from 
his or her deck and sets them aside face 
down (without peeking) as Prizes. When- 
ever a player’s Pokémon gets Knocked 
Out, the other player gets to draw one of 
his or her Prizes—if you Knock Out three 
opposing Pokémon and draw your last 
Prize, you win! 

Before the game starts, each player 
chooses an Active Pokémon and puts it 
face down. Andy chooses Charmander 
and Becky chooses Rattata. Then they 
both flip their cards over and begin. 


Andy’s first turn: Andy draws a card from 
his deck and adds it to his hand—it’'s 
Ponyta. He attaches a Fire Energy to Char- 
mander. He puts Ponyta down on his 
Bench so that he'll have a backup Pokémon 
in case anything happens to Charmander. 
Then Andy uses Charmander’s Scratch 
attack (the # to the left of the Scratch 
attack means that Charmander needs one 
Energy of any color to use Scratch). This 
does 10 damage to Rattata, so 1 damage 
counter is put on Rattata (each damage 
counter represents 10 damage). 


Becky’s first turn: Becky draws a Fighting 
Energy. She decides to play Machop onto 
her Bench and then retreat Rattata, mov 
ing it to the Bench and choosing ano e 
Pokémon (Machop) to be ae Acti 


g aC! 
attacks Charma der with Lo 
for 20 damage. | 
Andy’s second turn: Andy draws a 
Fire Energy. He attaches it to Char- 
mander. He could use Charmander’s 
Ember attack to do 30 damage by 
discarding an Energy card, but he 
decides just to Scratch Machop for 10 
damage. 


Becky’s second turn: Becky draws 
another Machop. She sees that her 
current Machop has 10 damage and 
figures that Charmander’s Ember 
attack can only do 30 damage, so she 
decides not to play a Potion. Becky 
simply has Machop Low Kick Char- 
mander for 20 more damage. 


Andy’s third turn: Andy draws an 
Energy Retrieval. This isn’t much use 
to him now, but if he runs short of 
Energy later he'll be glad to have it. 
Now Andy is ready to give Becky a 
nasty shock: He attaches an Energy 
card to Charmander, and then evolves 
Charmander by playing Charmeleon 
on top of Charmander! Andy uses 
Charmeleon’s Flamethrower attack 
(discarding a Fire Energy card from 
Charmeleon in order to do so) to do 50 
damage to Becky's Machop and 
Knock Out Machop in one mighty 
blow. Becky brings out Rattata as her 
new Active Pokémon. Andy gets to 
take one of his Prizes and add it to his 
hand (it’s a Fire Energy). 


Becky’s third turn: Becky isn't happy 
to see Charmeleon, but she draws an 
Energy Drain! Now she has a plan. 
She plays Energy Drain on 
Charmeleon so that it has only one 
Energy left. She plays her second 
Machop onto her Bench, attaches a 
Fighting Energy to it, and retreats 
Rattata, replacing it with Machop. 
_ Machop does a Low Kick, doing 20 


a 
eos 
EE 


order to 
pay the 
Retreat 
Cost 

of w») 
and makes 
Ponyta his 
Active Poké- 
mon. Then he 
attaches a Fire 
Energy card to 
Ponyta. Ponyta 
doesn’t have 
enough Energy to attack yet, so Andy 
ends his turn without attacking. 


Becky’s fourth turn: Becky draws 
Diglett. She has Machop use Low Kick 
to do 20 damage to Ponyta. 


Andy’s fifth turn: Andy draws another 
Fire Energy. Andy attaches it to 
Ponyta. He puts Growlithe on his 
Bench. Then he plays Gust of Wind to 
switch Becky’s Machop for Rattata and 
has Ponyta do 30 damage to Rattata, 
Knocking Out Rattata. (Becky brings 
Machop back out as her Active Poke- 
mon.) Andy draws another Prize—a 
Switch! 


Becky's fifth turn: Becky draws a 
Fighting Energy. She decides on 
another Low Kick, which Knocks Out 
Ponyta. Andy makes Growlithe his new 
Active Pokémon. She now gets to draw 
a Prize, which turns out to be Machoke, 

After five turns, Becky has two Prize 
cards left to draw and Andy only has 
one, so Andy is ahead. But Becky's — 
Machop is doing 20 damage each turn, 
and she still has two Potions in 
hand in case Machop gets d 
She has a pretty good chanc 

ing Growlithe and 


throw any old group of cards together and call them : 
winners. If nothing else, you have to make sure you 
restrict yourself to just one or two types of Pokémon 
(with maybe some Colorless ones thrown in) and 
use the right type of Energy. But it’s also important 


that your cards cover for each other’s . 


Weaknesses as much as possible. 
Here’s a quick look at how certain 
cards let you take chances when 
designing a deck, and how to 
protect those Weaknesses. 


mer dane 
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is obvious: fewer Energy cards means 
more room for cool Pokémon and Trainers. 
But if you cut back too far, you won't draw 
enough Energy for those Pokémon to use 
their attacks, and if that happens, even 
those extra Trainers won't save you. 

The most obvious way to compensate 
for less Energy is to use cheap attacks, 
but that’s rather boring. A better solution 
is to include an Energy Retrieval or three. 
You have to discard two cards (Energy 
Retrieval itself, plus one of your choice) for 
two Energy, but you usually have at least 
one card you don’t really need (like that 
fourth Pikachu). 

Energy Retrieval also frees up space in 
your deck. For example, suppose you 
decide to put 28 Energy (about average) 
in your deck before adding Energy 
Retrieval. If you replace one Energy card 
with a Retrieval, you increase your deck 
to the equivalent of 29 Energy—more 
than you decided it needs. So take out 
another Energy card, replace it with a 
Pokémon or Trainer, and presto—your 
deck’s gained a cool card. Don’t include 
too many Retrievals, though, because 
they're useless if you can’t draw Energy 
in the first place! 


Work the Bench 
It’s easy to think of the Bench as a place 
where your Pokémon cool their heels until 
it’s their turn to fight. But there's a lot 
more to Bench strategy than just replac- 
ing an Active Pokémon who’s almost 
Knocked Out or Poisoned with a fresh 
one. If your Active Pokémon is basically 
fine but is Poisoned or suffering from 
some other obnoxious attack, 
retreat it and bring out another 
Pokémon. Then retreat the new one, 
/ bringing the original back. This’ 
_ refreshes your Pokémon, but you have 

: thretreats. 


choose a 0-retreat Pokémon as your Active one, you can 
simply yank it back free of charge. Sure, you could use 
Switch to do the same thing, but that's a pretty lousy 
_ time to use it. 

An interesting deck tactic is to 
include a few Pokémon that have 
lots of Hit Points—they can hold 
the fort while you spend a few 

turns building up:the Energy of 
the Pokémon on your Bench. 

Onix is especially good for this. 
With its 90 HP and its damage- 
preventing attack, it can last a long 
time against pretty much any monster that 
isn't Grass (to which it has a Weakness) or 
Fire (which has big, cheap attacks compared 
to other types). Throw in a few Potions, and 
it can sit out there forever. When you don’t 
need it anymore, just Switch it out! 


Not Knocked Out Yet! 
J. Often the most powerful com- 
S binations in the Pokémon TCG 
come from a card with a really 
nasty drawback and another 
card that gets around that 
_ \ drawback. While these 
combinations aren't 
_/ always as useful as Switch 
or Energy Retrieval, they 
pack a pretty big bang when 
you get to use them. Let’s look at 
Magnemite, a Pokémon whose big attack carries a pretty 
significant drawback, and at how a variety of cards can 
combine with it to make it a whole lot better. 
Magnemite’s attack does a lot of damage for its 
Energy requirement: for just Ax you get an attack 
that does 40 damage to your opponent's Active Poke- 
mon, and 10 damage to every Benched Pokémon. But 
that includes your Pokémon; plus, Magnemite does 
another 40 damage to itself. Obviously you need ways to 
prevent the damage you're doing to your team, or at 
least ways to get rid of that damage quickly. 
Defender is a Trainer car that 
dealt to a Pokém 


all damage from all 
of your Pokémon but 
discards the Energy 
attached to any that 
were damaged. If 
Magnemite gets its 
attack in early enough, 
there probably won't 
be Energy attached to 
your Benched Pokémon, 
so you get to ignore the 
drawback. 

There’s another hidden 
drawback to Magnemite’s 
attack: the attack does a 
lot more damage to 

your opponent’s Active 
Pokémon than to those 
on your opponent's 
Bench. In par- 
ticular, if your 
opponent's Active 
Pokémon is only 
10 HP shy of being 
Knocked Out, you're 
wasting 30 of the 
attack’s damage, often 
at the expense of 
Knocking Out your 


own Magnemite. You ow 

can get around this xy 9, He 

drawback with Gust of is ch 

Wind, swapping the K e 
almost-KO'd Pokémon for afer ores . ‘ 
one with, say, 40 HP or games «nf? wnat ne osethe 
fewer. This will enable your a a \0 jared itaeet alto 
Magnemite to Knock Out bi ot Bede en so" ee anon 


two of your opponent’s Poke- 
mon, notjustone. 


‘Ovcigrowth. Brushiic Blackout. Sound ike a dae. report? ‘Nope. Wiese 


along with Zap!—are the names of the first Pokémon theme decks, due in early 


1999 from Nintendo and Wizards of the Coast. Each preconstructed deck has a 


different theme, strategy, and, of course, lots of different Pokémon for you to 


catch. Every 60-card deck comes with a Pokémon coin, ten damage counters, 


and an advanced rulebook. 


& & vergrowth” 
is designed to 

quickly grow, or 
evolve, your Pokémon into big- 
ger Pokémon. Then, as designer 
Robert Gutschera (who worked 
on adapting Pokémon for the 
U.S. market) says, you can 
“put the smack down” on 
your opponent. The goal of 
“Brushfire” is to spread 
the flames quickly by putting 
out Pokémon after Pokémon, 
many of which do lots of 
damage early (thereby over- 
whelming your opponent at 
alarming speed). “Blackout” 
does just that to your opponent, 
eliminating his or her Energy 
; cards—the source of Pokémon 


BY 
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do their worst. Each deck is bal- 
anced against the other three, 
allowing players to test their 
skills (and not just the decks) 
against one another. 
“Remember, though, that 
every deck has both a strength 
and a weakness,” warns 
Gutschera. “For example, 
‘Overgrowth’ is great if you 
can get out the big Pokémon, 
but if you have trouble going up 
your evolution chain because 
you don’t draw the matching 
evolution cards, you’re not 
going to be happy. Similarly, 
‘Blackout’ won't do as well 
against a deck that doesn’t 
need a lot of Energy to power 
its Pokémon.” 
_ The preconstructed decks 


ome ready to play but also lend 


lenging. Want to “Zap!” your 
opponent even harder? Try 
throwing in a couple Electa- 
buzzes and see what happens. 
Want that “Overgrowth” deck to 
grow even faster? A Pokémon 
Breeder should do the trick. The 
advanced rulebook that comes 
with every theme deck contains 
guidelines for building these 
better decks. 

“If I were going to take one of 
the theme decks and modify it,” 
Gutschera says, “I’d be most 
interested in ‘Overgrowth’ 
because I'd like to play around 
more with the evolution theme. 
We discovered very late in the 
process just how Pokémon 
Breeder teally oe a cur- 


Take over the game by 
evolving your Grass and - 
Water Pokémon to maxi- 
mum toughness with this 
“Overgrowth” deck! 


16 @ Energy 
12 .) Energy 
Beedrill 
Bill 
Bulbasaur 
Gust of Wind 
Gyarados 
Ivysaur 
Kakuna 
Magikarp 
Potion 
Starmie 
Staryu 
Super Potion 
Switch 
Weedle 
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Surprise your opponents 
by attacking swiftly and 
fiercely with the Fire and 
Grass Pokémon in this 
“Brushfire” deck! 


10 @ Energy 

1 Arcanine 
4 Charmander 
2 Charmeleon 
1 Energy Removal 
2 Energy Retrieval 
2 Growlithe 
1 Gust of Wind 
1 Lass 

4 Nidoran 0 
1 Ninetales 
1 PlusPower 
3 Potion 

1 Switch 

2 Tangela 

2 Vulpix 

4 Weedle 


Slash 


we Flamethrow, 
EF Dis 
Sard attach Discard | imp 
Ed f0 use tis se, Charmetean’s rey 


00 In order 50 


Blackout 


Leave your rivals inthe _ 


dark as you destroy their 
Energy with the Fighting 
and Water Pokémon in 
this “Blackout” deck! 


Energy Removal 
Farfetch’d 
Gust of Wind 
Hitmonchan 
Machoke 
Machop 

Onix 
PlusPower 
Professor Oak 
Sandshrew 
Squirtle 
Staryu 


Super Energy 
Removal 
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10 damage for each damage counter 
‘on Machoke. 


: oe Karate Chop doe 50<amage iM 


® submission 
@@ submission 


pias) damage to 
weakness 


Machoke does 20 &() 
if 


reales i 
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| Zap! 
| Knock your opponent's © 
Pokémon out of the fight 
with the Psychic and 

Lightning Pokémon in 
this “Zap!” deck! 


12 4) Energy 

16 @ Energy 

Abra 

Bill 

Computer Search 
Defender 
Drowzee 

Gastly 

Gust of Wind 
Haunter 

Jynx 

Kadabra 
Magnemite 
Mewtwo 
Pikachu 

Potion 

Professor Oak 
Super Potion 
Switch 
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Abra 30 HP® 
Basic Pokémon 

Psi Pokémon 

Length: 2' 11" Weight: 43 Ibs. 

W@ R— RG 


@ Confusion Flip a coin. If heads, the 
Defending Pokémon is now Paralyzed. 
Damage: 10 

Using its ability to read minds, it will iden- 
tify impending danger and teleport to 


safety. LV. 10 #63 43/102@ 
Kadabra 60 HP@ 
STAGE 1 (Evolves From Abra) 

Psi Pokémon 

Length: 4'3" Weight: 125 Ibs. 

Ww: @ R:— RC: & 


@ @ Recover Discard 1 @ Energy card 
attached to Kadabra in order to use this 
attack. Remove all damage counters from 
Kadabra. 

@@ »* Super Psyblast Damage: 50 

It emits special alpha waves from its body 
that induce headaches even to those just 


nearby. LV. 38 #64 32/102 

Alakazam 80 HP® 
STAGE 2 (Evolves From Kadabra) 

Psi Pokémon 

Length: 4' 11" Weight: 106 Ibs. 

Ww@ R— RC: a 29 


@@ @ Psyblast Flip a coin. If heads, the 
Defending Pokémon is now Confused. 
Damage: 30 

Its brain can outperform a supercomputer. 
Its intelligence quotient is said to be 5000. 
1/102*H 


LV 42 #65 


Bulbasaur 40 HP @ 
Basic Pokémon 

Seed Pokémon 

Length: 2' 4" Weight: 15 Ibs. 

Wm R— RC: 2 


@ @ Leech Seed Unless all damage 
from this attack is prevented, you may 
remove 1 damage counter from Bulbasaur. 
Damage: 20 

A strange seed was planted on its back at 
birth. Thus, a plant sprouted and now grows 


with this Pokémon. LV. 13#1 44/102@ 


Ivysaur 60 HP @ 
STAGE 1 (Evolves From Bulbasaur) 

Seed Pokémon 

Length: 3' 3" Weight: 29 Ibs. 
W@ R— 

@ & & Vine Whip Damage: 30 
@ @ @ Poisonpowder The Defending 
Pokémon is now Poisoned. Damage: 20 
When the bulb on its back grows large, the 
Pokémon seems to lose the ability to stand 
on its hind legs. LV. 20 #2 30/102 


Venusaur 100 HP @ 
STAGE 2 (Evolves From Ivysaur) 

Seed Pokémon 

Length: 6'7" Weight: 221 Ibs. 

W@ R— RC: 
® & S @ Solarbeam Damage: 60 

This plant blooms when it is absorbing 
solar energy. It stays on the move to seek 


RC: 249 


sunlight. LV. 67 #3 15/102*H 

Caterpie HP 409 
Basic Pokémon 

Worm Pokémon 

Length: 1'0" Weight: 6 Ibs. 

Wi R:— RC: 


String Shot Flip a coin. If heads, the 
Defending Pokémon is now Paralyzed. 
Damage: 10 

Its short feet are tipped with suction pads 
that enable it to tirelessly climb slopes and 
walls. LV. 13 #10 45/102@ 


Metapod HP 70@ 
STAGE 1 (Evolves From Caterpie) 

Cocoon Pokémon 

Length: 2'4" Weight: 22 Ibs. 

W@® R— RC: ee 
& & Stiffen Flip a coin. If heads, prevent 
all damage done to Metapod during your 
opponent’s next turn. (Any other effects of 
attacks still happen.) 

@ @ Stun Spore Flip a coin. If heads, the 
Defending Pokémon is now Paralyzed. 
Damage: 20 

It is vulnerable to attack because its shell 
is soft, exposing its weak and tender body. 


LV 21 #115 54/102@ 
Chansey 120 HP # 
Basic Pokémon 

Egg Pokémon 

Length: 3'7" Weight: 76 Ibs. 

W:@ R:@-30 RC: #9 


& & Curl-up Flip a coin. If heads, pre- 
vent all damage done to Chansey during 
your opponent's next turn. (Any other 
effects of attacks still happen.) 

2 2 & # Double-edge Chansey does 
80 damage to itself. Damage: 80 

Arare and elusive Pokémon that is said to 
bring happiness to those who manage to 
catch it. LV. 55 #113 3/102*H 


Charmander 50 HPW 
Basic Pokémon 

Lizard Pokémon 

Length: 2'0" Weight: 19 Ibs. 

w.@ R— RC: 


2 Scratch Damage: 10 

@® & Ember Discard 1 w) Energy card 
attached to Charmander in order to use 
this attack. Damage: 30 

Obviously prefers hot places. If it gets 
caught in the rain, steam is said to spout 
from the tip of its tail. LV. 10 #4 46/102@ 


Charmeleon 80 HP@ 
STAGE 1 (Evolves From Charmander) 
Flame Pokémon 

Length: 3'7" Weight: 42 Ibs. 
Ww. @ R— RC: a9 
2® ® & Slash Damage: 30 

@@® & Flamethrower Discard 1 
Energy card attached to Charmeleon in 
order to use this attack. Damage: 50 

When it swings its burning tail, it raises the 
temperature to unbearably high levels. 

LV. 32 #5 24/102 


Charizard 120 HP® 
STAGE 2 (Evolves From Charmeleon) 
Flame Pokémon 

Length: 5'7" Weight: 200 Ibs. 

w:@ R: @-30 RC: a9 
@@ Oe Fire Spin Discard 2 Energy 
cards attached to Charizard in order to use 
this attack. Damage: 100 

Spits fire that is hot enough to melt 
boulders. Known to unintentionally cause 


forest fires. LV. 76 #6 4/102*H 
Clefairy 40 HP® 
Basic Pokémon 

Fairy Pokémon 

Length: 2' 0" Weight: 17 Ibs. 


W: @ R: @-30 RC: 
& Sing Flip a coin. If heads, the Defend- 
ing Pokémon is now Asleep. 

28 6 & Metronome Choose 1 of the 
Defending Pokémon’s attacks. Metronome 
copies that attack except for its Energy 
costs and anything else required in order 


to use that attack, such as discarding 
Energy cards. (When checking Weakness 
and Resistance, remember that Clefairy’s 
type is still Colorless.) 

Its magical and cute appeal has many 
admirers. It is rare and found only in cer- 
tain areas. LV. 14 #35 5/102*H 


Diglett 30 HP® 
Basic Pokémon 

Mole Pokémon 

Length: 0' 8" Weight: 2 Ibs. 

W:@ RP @-30 RC: — 
@® Dig Damage: 10 

@® ® Mud Slap Damage: 30 

Lives about three feet underground, where it 
feeds on plant roots. It sometimes appears 


above ground. LV. 8 #50 47/102@ 
Dugtrio 70 HP® 
STAGE 1 (Evolves From Diglett) 

Mole Pokémon 

Length: 2’ 4" Weight: 73 Ibs. 
w@e@ RC: 4 


@@ & Slash Damage: 40 

@ @ @ @ Earthquake Does 10 damage 
to each of your own Benched Pokémon. 
(Don’t apply Weakness and Resistance for 
Benched Pokémon.) Damage: 70 

A team of Diglett triplets. It triggers huge 
earthquakes by burrowing 60 miles under- 
ground. LV. 36 #51 19/102* 


Doduo 50 HP* 
Basic Pokémon 

Twin Bird Pokémon 

Length: 4' 7" Weight: 86 Ibs. 

W: @  R: @-30 RC: — 
2 Fury Attack Flip 2 coins. This attack 
does 10 damage times the number of 
heads. Damage: 10x 

A bird that makes up for its poor flying 
with its fast foot speed. Leaves giant foot- 


prints. LV. 10 #84 48/102@ 

Dratini 40 HP # 
Basic Pokémon 

Dragon Pokémon 

Length: 5'11" Weight: 7 Ibs. 

W:—  R: @-30 RC: 


& Pound Damage: 10 

Long considered a mythical Pokémon until 
recently, when a small colony was found 
living underwater. LV. 10#147 26/102 


Dragonair 80 HP » 
STAGE 1 (Evolves From Dratini) 

Dragon Pokémon 

Length: 13' 1" Weight: 36 Ibs. 

w:— R: @-30 RC: 0) 8) 
#8 & Slam Flip 2 coins. This attack 
does 30 damage times the number of 
heads. Damage: 30x 

2 4) & & Hyper Beam If the Defending 
Pokémon has any Energy cards attached 
to it, choose 1 of them and discard it. 
Damage: 20 


A mystical Pokémon that exudes a gentle 
aura. Has the ability to change climate 


conditions. LV. 33 #148 18/102* 

Drowzee 50 HP® 
Basic Pokémon 

Hypnosis Pokémon 

Length: 3' 3" Weight: 71 Ibs. 

wi@ R— RC: 


® Pound Damage: 10 

@ @ Contuse Ray Flip a coin. If heads, 
the Defending Pokémon is now Confused. 
Damage: 10 

Puts enemies to sleep, then eats their 
dreams. Occasionally gets sick from eating 


bad dreams. LV. 12 #96 49/102@ 
Electabuzz 70 HP @ 
Basic Pokémon 

Electric Pokémon 

Length: 3'7" Weight: 66 Ibs. 

Ww: @  R— RC: (8) 


4 Thundershock Flip a coin. If heads, 
the Defending Pokémon is now Paralyzed. 
Damage: 10 

@& Thunderpunch Flip a coin. If heads, 
this attack does 40 damage; if tails, this 
attack does 30 damage and Electabuzz 
does 10 damage to itself. Damage: 30+ 
Normally found near power plants, it can 
wander away and cause major blackouts 


in cities. LV, 35 #125 20/102% 
Farfetch'd 50 HP # 
Basic Pokémon 

Wild Duck Pokémon 

Length: 2'7" Weight: 33 Ibs. 

W: 2  R: @-30 RC: 249 


& Onion Slap Flip a coin. If tails, this 
attack does nothing. Either way, you can’t 
use this attack again as long as Farfetch’d 
stays in play (even putting Farfetch’d on 
the Bench won't let you use it again). 
Damage: 30 

& & & Pot Smash Damage: 30 

The sprig of green onions it holds is its 
weapon. This sprig is used much like a 


metal sword. LV. 20 #83 27/102 

Gastly 30 HP® 
Basic Pokémon 

Gas Pokémon 

Length: 4'3" Weight: 0.2 Ibs. 

W:— — RP: @ -30 RC: — 


@ Sleeping Gas Flip a coin. If heads, the 
Defending Pokémon is now Asleep. 

@ & Destiny Bond Discard a @ Energy 
card attached to Gastly in order to use this 
attack. If the Defending Pokémon Knocks 
Out Gastly during your opponent's next 
turn, that Pokémon is also Knocked Out. 
Almost invisible, this gaseous Pokémon 
cloaks the target and puts it to sleep with- 
out notice, LV. 8 #92 50/102@ 


Haunter 60 HP® 
STAGE 1 (Evolves From Gastly) 

Gas Pokémon 

Length: 5'3" Weight: 0.2 Ibs. 


W:— — R: @®-30 RC: & 
@ Hypnosis The Defending Pokémon is 
now Asleep. 


@@ Dream Eater You can’t use this 
attack unless the Defending Pokémon is 
Asleep. Damage: 50 

Because of its ability to slip through block 
walls, it is said to be from another dimen- 


sion. LV. 22 #93 29/102 
Growlithe 60 HP’ 
Basic Pokémon 

Puppy Pokémon 

Length: 2' 4" Weight: 42 Ibs. 

W.@ R— RC: 29 


@® & Flare Damage: 20 


Very protective of its territory. It will bark 
and bite to repel intruders from its space. 


LV. 18 #58 28/102 
Arcanine 100 HP® 
STAGE 1 (Evolves From Growlithe) 
Legendary Pokémon 

Length: 6' 3" Weight: 342 Ibs. 

Ww@ R— RC: Bb 


wW @® ® Flamethrower Discard 1 
Energy card attached to Arcanine in order 
to use this attack. Damage: 50 

@ ®& #& # Take Down Arcanine does 30 
damage to itself. Damage: 80 

A Pokémon that has been long admired for 
its beauty. It runs gracefully, as if on wings. 
LV, 45 #59 23/102 


70 HP® 


Hitmonchan 
Basic Pokémon 
Punching Pokémon 
Length: 4'7" Weight: 111 Ibs. 
Ww: @ R— 

@® Jab Damage: 20 

@@ »& Haymaker Damage: 40 

While seeming to do nothing, it fires 
punches in lightning-fast volleys that are 
impossible to see. LV. 33 #107 7/102*H 


Jynx 70 HP® 
Basic Pokémon 

Human Shape Pokémon 

Length: 4'7" Weight: 90 Ibs. 

Ww@ R— RC: 2 
@ Doubleslap Flip 2 coins. This attack 
does 10 damage times the number of 
heads. Damage: 10x 

@©@ * Meditate Does 20 damage plus 
10 more damage for each damage counter 
on the Defending Pokémon. Damage: 20+ 
Merely by meditating, the Pokémon 
launches a powerful psychic energy 


RC: & 


attack, LV, 23 #124 31/102 

Koffing 50 HP @ 
Basic Pokémon 

Poison Gas Pokémon 

Length: 2'0" Weight: 2 Ibs. 

w@ R— RC: & 


@ @ Foul Gas Flip a coin. If heads, the 
Defending Pokémon is now Poisoned; if 
tails, it is now Confused. Damage: 10 
Because it stores several kinds of toxic 
gases in its body, it is prone to exploding 
without warning. LV. 13 #109 51/102® 


Machop 50 HP® 
Basic Pokémon 

Superpower Pokémon 

Length: 2'7" Weight: 43 Ibs. 

w@ R— RC: 


@® Low Kick Damage: 20 

Loves to build its muscles. It trains in all 
styles of martial arts to become even 
stronger. LV. 20 #66 52/102@ 


Machoke 80 HP® 
STAGE 1 (Evolves From Machop) 
Superpower Pokémon 

Length: 4' 11" Weight: 155 Ibs. 

w@ R— RC: a 
@® » Karate Chop Does 50 damage 
minus 10 damage for each damage 
counter on Machoke. Damage: 50- 

@®@® *& & Submission Machoke does 
20 damage to itself. Damage: 60 

Its muscular body is so powerful that it 
must wear a power-save belt to help regu- 
late its motions. LV. 40#67 = 34/102 


Machamp 100 HP ® 
STAGE 2 (Evolves From Machoke) 
Superpower Pokémon 

Length: 5'3" Weight: 287 Ibs. 

Ww@ R— RC: Wo) 
® @@ »® Seismic Toss Damage: 60 
Using its amazing muscles, it throws pow- 
erful punches that can knock its victim 
clear over the horizon. LV. 67 #688/102*H 


Magikarp 30 HP® 
Basic Pokémon 

Fish Pokémon 

Length: 2' 11" Weight: 22 Ibs. 
Ww@ R— 

& Tackle Damage: 10 

@ Flail Does 10 damage times the num- 
ber of damage counters on Magikarp. 
Damage: 10x 

In the distant past, it was stronger than its 
horribly weak descendants that exist 
today. LV. 8 #129 35/102 


Gyarados 100 HP® 
STAGE 1 (Evolves From Magikarp) 
Atrocious Pokémon 

Length: 21'4" Weight: 518 Ibs. 

W: @  R: @-30 RC: a 
© © & Dragon Rage Damage: 50 

© © S © Bubbiebeam Fiip a coin. If 
heads, the Defending Pokémon is now Par- 
alyzed. Damage: 40 

Rarely seen in the wild. Huge and vicious, 
itis capable of destroying entire cities in a 


RC: & 


rage. LV. 41 #130 6/102*H 

Magmar 50 HP# 
Basic Pokémon 

Spitfire Pokémon 

Length: 4'3" Weight: 98 Ibs. 

Ww@ R— RC: 4 a9 


® @ Fire Punch Damage: 30 

® ® & Flamethrower Discard 1 @ 
Energy card attached to Magmar in order 
to use this attack. Damage: 50 

Its body always burns with an orange glow 
that enables it to hide perfectly among 


flames. LV. 24 #126 36/102 
Magnemite 40 HP 2 
Basic Pokémon 

Magnet Pokémon 

Length: 1'0" Weight: 13 Ibs. 

w@ R— RC: & 


4 Thunder Wave Flip a coin. If heads, 
the Defending Pokémon is now Paralyzed. 
Damage: 10 

A Selfdestruct Does 10 damage to 
each Pokémon on each player’s Bench. 
(Don’t apply Weakness and Resistance for 
Benched Pokémon.) Magnemite does 40 
damage to itself. Damage: 40 

Uses anti-gravity to stay suspended. 
Appears without warning and uses attacks 
like Thunder Wave. LV. 13 #81 53/102® 


Magneton 60 HP 2 
STAGE 1 (Evolves From Magnemite) 
Magnet Pokémon 


Length: 3' 3" Weight: 132 Ibs. 


Ww: @ R— RC: 


4 @ ® Thunder Wave Flip a coin. If 
heads, the Defending Pokémon is now Par- 
alyzed. Damage: 30 

4 4 *# # Selfdestruct Does 20 damage 
to each Pokémon on each player’s Bench. 
(Don’t apply Weakness and Resistance for 
Benched Pokémon.) Magneton does 80 
damage to itself. Damage: 80 

Formed by several Magnemites linked 
together. It frequently appears when 
sunspots flare up. LV. 28 #82. 9/102*H 


Mewtwo 60 HP® 
Basic Pokémon 

Genetic Pokémon 

Length: 6' 7" Weight: 269 Ibs. 

w:@ R— RC: & i) 
@ ® Psychic Does 10 damage plus 

10 more damage for each Energy card 
attached to the Defending Pokémon. 
Damage: 10+ 

@ @ Barrier Discard 1 @ Energy card 
attached to Mewtwo in order to prevent all 
damage and other effects of attacks done 
to Mewtwo during your opponent's next 
turn. 

A scientist created this Pokémon after years 
of horrific gene-splicing and DNA engi- 
neering experiments. LV. 53 #150 
10/102*H 


Nidoran & 

Basic Pokémon 

Poison Pin Pokémon 

Length: 1'4" Weight: 15 Ibs. 
w@ R— RC: #® 
@ Horn Hazard Flip a coin. If tails, this 
attack does nothing. Damage: 30 

Stiffens its ears to sense danger. The 
larger, more powerful of its horns secretes 
venom. LV. 20 #32 55/102 


Nidorino 60 HP® 
STAGE 1 (Evolves From Nidoran Cy" ) 
Poison Pin Pokémon 

Length: 2' 11" Weight: 43 Ibs. 

Ww:@ R— RC: & 
@ *& #& Double Kick Flip 2 coins. This 
attack does 30 damage times the number 
of heads. Damage: 30x 

@@ *& * Horn Drill Damage: 50 

An aggressive Pokémon that is quick to 
attack. The horn on its head secretes a 
powerful venom. LV. 25 #33. = 37/102 


40 HP @ 


90 HP @ 
STAGE 2 (Evolves From Nidorino) 
Drill Pokémon 
Length: 4'7" Weight: 137 lbs. 


Nidoking 


w@ R— RC: 2) a) 8) 
@ ® & Thrash Filip a coin. If heads, this 
attack does 40 damage; if tails, this attack 
does 30 damage and Nidoking does 10 
damage to itself. Damage: 30+ 

@ @ @ Toxic The Defending Pokémon 
is now Poisoned. It now takes 20 Poison 
damage instead of 10 after each player's 


turn (even if it was already poisoned). 
Damage: 20 

Uses its powerful tail in battle to smash, 
constrict, then break its prey’s bones. 


LV. 48 #34 11/102*H 
Onix 90 HP® 
Basic Pokémon 


Rock Snake Pokémon 

Length: 28' 10" Weight: 463 Ibs. 

Ww @ R— RC: & & 
@ Rock Throw Damage: 10 

® @ Harden During your opponent’s next 
turn, if 30 or less damage is done to Onix 
(after applying Weakness and Resistance), 
prevent that damage. (Any other effects of 
attacks still happen.) 

As it grows, the stone portions of its body 
harden to become similar to a diamond, 
though colored black. LV. 12#95 56/102@ 


Bent 
Vot 


Basic Pokémon 

Tiny Bird Pokémon 

Length: 1'0" Weight: 4 Ibs. 

W: @ PR: @ -30 RC: & 
2) 28) Whirlwind If your opponent has any 
Benched Pokémon, he or she chooses 1 of 
them and switches it with the Defending 
Pokémon. (Do the damage before switch- 
ing the Pokémon.) Damage: 10 

A common sight in forests and woods. It 
flaps its wings at ground level to kick up 
blinding sand. LV. 8 #16 57/102 


Pidgeotto 60 HP # 
STAGE 1 (Evolves From Pidgey) 

Bird Pokémon 

Length: 3' 7" Weight: 66 Ibs. 

W: @ RP: @ -30 RC: & 
i &&) Whirlwind If your opponent has any 
Benched Pokémon, he or she chooses 1 of 
them and switches it with the Defending 
Pokémon. (Do the damage before switch- 
ing the Pokémon.) Damage: 20 

8 28 a) Mirror Move If Pidgeotto was 
attacked last turn, do the final result of that 
attack on Pidgeotto to the Defending Poké- 
mon (Weakness and Resistance and other 
effects still apply). 

Very protective of its sprawling territory, 
this Pokémon wiil fiercely peck at any 


intruder. LV. 36 #17 22/102* 
Pikachu 40 HP 2 
Basic Pokémon 

Mouse Pokémon 

Length: 1'4" Weight: 13 Ibs. 

wi@ R— RC: a9 


@& Gnaw Damage: 10 
4% Thunderball Flip a coin. If tails, 
Pikachu does 10 damage to itself. 
Damage: 30 

When several of these Pokémon gather, 
their electricity can cause lightning 
storms. LV, 12 #25 


58/102@ 


Resistance to a type of your choice other 


Raichu 80 HP® 
STAGE 1 (Evolves From Pikachu) 

Mouse Pokémon 

Length: 2' 7" Weight: 66 Ibs. 

WwW: @ R— RC: 
4 ® Agility Flip a coin. If heads, pre- 
vent all damage and other effects of 
attacks done to Raichu during your oppo- 
nent’s next turn. Damage: 20 

4 ® & & Thunder Flip a coin. If tails, 
Raichu does 30 damage to itself. 
Damage: 60 

Its long tail serves as a ground to protect 
itself from its own high-voltage power. 


LV. 40 #26 14/102*H 
Poliwag 40 HP ® 
Basic Pokémon 

Tadpole Pokémon 

Length: 2'0" Weight: 27 Ibs. 

Ww @ R— RC: 


@ Water Gun Does 10 damage plus 10 
more damage for each @ Energy attached 
to Poliwag but not used to pay for this 
attack. Extra @ Energy after the 2nd don’t 
count. Damage: 10+ 

Its newly grown legs prevent it from run- 
ning. It appears to prefer swimming over 
trying to stand. LV. 13 #60 59/102 


Poliwhirl 60 HP ® 
STAGE 1 (Evolves From Poliwag) 

Tadpole Pokémon 

Length: 3' 4" Weight: 44 Ibs. 

Ww @ R— RC: 
@@ Amnesia Choose 1 of the Defending 
Pokémon’s attacks. That Pokémon can’t 
use that attack during your opponent’s 
next turn. 

@ @ *& Doubleslap Flip 2 coins. This 
attack does 30 damage times the number 
of heads. Damage: 30x 

Capable of living in or out of water. When 
out of water, it sweats to keep its body 
slimy. LV. 28 #61 38/102 


Poliwrath 90 HP® 
STAGE 2 (Evolves From Poliwhirl) 

Tadpole Pokémon 

Length: 4' 3" Weight: 119 Ibs. 

Ww@ R— RC: Bw 
© @ * Water Gun Does 30 damage 
plus 10 more damage for each @ Energy 
attached to Poliwrath but not used to pay 
for this attack. Extra @ Energy after the 
2nd doesn’t count. Damage: 30+ 

@ @ & # Whirlpool If the Defending 
Pokémon has any Energy cards attached 
to it, choose 1 of them and discard it. Dam- 
age: 40 

An adept swimmer at both the front crawl 
and breaststroke. Easily overtakes the best 
human swimmers. LV. 48 #62 13/102*H 


Ponyta 40 HP® 
Basic Pokémon 

Fire Horse Pokémon 

Length: 3'3" Weight: 66 Ibs. 

Ww@ R— RC: & 


&& » Rearing Kick Damage: 20 

@® @ Flame Tail Damage: 30 

Its hooves are 10 times harder than dia- 
monds. It can trample anything flat in 


moments. LV. 10 #77 60/102 

Porygon 30 HP # 
Basic Pokémon 

Virtual Pokémon 

Length: 2'7" Weight: 80 Ibs. 

W: @ = R: @-30 RC: 9 


2 Conversion 1 If the Defending Poké- 
mon has a Weakness, you may change it to 
a type of your choice other than Colorless. 
& & Conversion 2 Change Porygon’s 


than Colorless. 
A Pokémon that consists entirely of pro- 
gramming code. Capable of moving freely 


in cyberspace. LV. 12 #137 39/102 

Rattata 30 HP ® 
Basic Pokémon 

Rat Pokémon 

Length: 1'0" Weight: 8 Ibs. 

W: @ R: @-30 RC: — 


2 Bite Damage: 20 
Bites anything when it attacks. Small and 
very quick, it is a common sight in many 


places. LV. 9 #19 61/102@ 
Raticate 60 HP » 
STAGE 1 (Evolves From Rattata) 

Rat Pokémon 

Length: 2' 4" Weight: 41 Ibs. 

WwW: @® R: @-30 RC: & 


2 Bite Damage: 20 

2 4 # Super Fang Does damage to the 
Defending Pokémon equal to half the 
Defending Pokémon’s remaining HP 
(rounded up to the nearest 10). Damage: ? 
It uses its whiskers to maintain its balance. 
It seems to slow down if they are cut off. 


LV. 41 #20 40/102 

Sandshrew 40 HP® 
Basic Pokémon 

Mouse Pokémon 

Length: 2' 0" Weight: 26 Ibs. 

W: @ ~ R: B-30 RC: 


‘® Sand-attack If the Defending Poké- 
mon tries to attack during your opponent’s 
next turn, your opponent flips a coin. If 
tails, this attack does nothing. Damage: 10 
Burrows deep underground in arid loca- 
tions far from water. It only emerges to 


hunt for food. LV. 12 #27 62/102@ 
Seel 60 HP® 
Basic Pokémon 

Sea Lion Pokémon 

Length: 3'7" Weight: 198 Ibs. 

WB R— RC: 


@ Headbutt Damage: 10 

The protruding horn on its head is very 
hard. This horn is used for bashing through 
thick ice. LV. 12 #86 41/102 


80 HP® 


Dewgong 

STAGE 1 (Evolves From Seel) 
Sea Lion Pokémon 

Length: 5'7" Weight: 265 Ibs. 

WB R— RC: BAR 
@© 8 * Aurora Beam Damage: 50 
@9 * # Ice Beam Flip a coin. If 
heads, the Defending Pokémon is now 
Paralyzed. Damage: 30 

Stores thermal energy in its body. Swims 
at a steady 8 knots even in intensely cold 


waters. LV. 42 #87 25/102 
Squirtle 40 HP ® 
Basic Pokémon 

Tiny Turtle Pokémon 


Length: 1' 8" Weight: 20 Ibs. 


WB R— RC: 49 
@ Bubble Flip a coin. If heads, the 
Defending Pokémon is now Paralyzed. 
Damage: 10 

© ® Withdraw Flip a coin. If heads, 
prevent all damage done to Squirtle during 
your opponent's next turn. (Any other 
effects of attacks still happen.) 

After birth, its back swells and hardens 
into a shell. It powerfully sprays foam from 
its mouth. LV. 8 #7 63/102@ 


Wartortle 70 HP ® 
STAGE 1 (Evolves From Squirtle) 

Turtle Pokémon 

Length: 3' 3" Weight: 50 Ibs. 

Ww: @ R— RC: ® 
@ ®& Withdraw Flip a coin. If heads, pre- 
vent all damage done to Wartortle during 
your opponent’s next turn. (Any other 
effects of attacks still happen.) 

@® & Bite Damage: 40 

Often hides in water to stalk unwary prey. 
When swimming quickly, it moves its ears 
to maintain balance. LV. 22 #8 42/102 


Blastoise 100 HP ® 
STAGE 2 (Evolves From Wartortle) 
Shellfish Pokémon 

Length: 5'3" Weight: 189 Ibs. 

Ww: @ R— RC: &) 
@@ @ Hydro Pump Does 40 damage 
plus 10 more damage for each @ Energy 
attached to Blastoise but not used to pay 
for this attack. Extra @ Energy after the 
2nd doesn't count. Damage: 40+ 

A brutal Pokémon with pressurized water 
Jets on its shell. They are used for high- 


speed tackles. LV. 52 #9 2/102*H 
Staryu 40 HP @ 
Basic Pokémon 

Starshape Pokémon 

Length: 2' 7" Weight: 76 Ibs. 

Wm R— RC: i) 


@ Slap Damage: 20 
An enigmatic Pokémon that can effort- 
lessly regenerate any appendage it loses 


in battle. LV. 15 #120 65/102@ 
Starmie 60 HP® 
STAGE 1 (Evolves From Staryu) 
Mysterious Pokémon 

Length: 3'7" Weight: 176 Ibs. 

Ww@Q R— RC: & 


@@ Recover Discard 1 @ Energy card 
attached to Starmie in order to use this 
attack. Remove all damage counters from 
Starmie. 

@ ® ® Freeze Flip a coin. lf heads, the 
Defending Pokémon is now Paralyzed. 
Damage: 20 

Its central core glows with the seven col- 
ors of the rainbow. Some people value this 


core as a gem. LV. 28 #121 64/102@ 

Tangela 50 HP® 
Basic Pokémon 

Vine Pokémon 

Length: 3' 3" Weight: 77 Ibs. 

Ww® R— RC: 3k) 


@ & Bind Flip a coin. If heads, the 
Defending Pokémon is now Paralyzed. 
Damage: 20 

@ @ @ Poisonpowder The Defending 
Pokémon is now Poisoned. Damage: 20 
Its whole body is swathed with wide vines 
that are similar to seaweed. These vines 
shake as it walks. LV. 8 #114 66/102@ 


Voltorb 40 HP 2 
Basic Pokémon 

Ball Pokémon 

Length: 1'8" Weight: 23 Ibs. 

Ww: @ B— RC: & 


& Tackle Damage: 10 


Usually found in power plants. Easily mis- 
taken for a Monster Ball, it has zapped 


many people. LV. 10 #100 67/102@ 
Electrode 80 HP 
STAGE 1 (Evolves From Voltorb) 

Ball Pokémon 

Length: 3'11" Weight: 147 Ibs. 

wi@ R— RC: 6 


4) & 4 Electric Shock Flip a coin. If 
tails, Electrode does 10 damage to itself. 
Damage: 50 

It stores electrical energy under very high 
pressure. It often explodes with little or no 


provocation. LV. 40 #101 21/102*% 

Vulpix HP 508 
Basic Pokémon 

Fox Pokémon 

Length: 2'0" Weight: 22 Ibs. 

w@ R— RC: 


w @ Confuse Ray Flip a coin. If heads, 
the Defending Pokémon is now Confused. 
Damage: 10 

At the time of birth, it has just one tail. Its 
tail splits from the tip as it grows older. 


LV. 11 #37 68/102@ 

Ninetales 80 HP 
STAGE 1 (Evolves From Vulpix) 

Fox Pokémon 

Length: 3'7" Weight: 44 Ibs. 

Ww@ R— RC: 


.&) 29 Changeling If your opponent has 
any Benched Pokémon, choose 1 of 

them and switch it with his or her Active 
Pokémon. 

® Oe & Fire Blast Discard 1 & 
Energy card attached to Ninetales in order 
to use this attack. Damage: 80 

Very smart and very vengeful, Grabbing 
one of its many tails could result in a 
1,000-year curse, LV. 32#38 12/102%*H 


Weedle 40 HP® 
Basic Pokémon 

Hairy Bug Pokémon 

Length: 1'0" Weight: 7 lbs. 

Ww R— RC: & 
@ Poison Sting Flip a coin. If heads, the 
Defending Pokémon is now Poisoned. 
Damage: 10 

Often found in forests, eating leaves. It has 
a sharp, venomous stinger on its head. 

LV 12 #13 69/102® 


Kakuna 80 HP @ 
STAGE 1 (Evolves From Weedle) 

Cocoon Pokémon 

Length: 2' 0" Weight: 22 Ibs. 

Ww@® Re RC: &) 29 
&) 29 Stiffen Flip a coin. If heads, prevent 
all damage done to Kakuna during your 
opponent’s next turn. (Any other effects of 
attacks still happen.) 

@ @ Poisonpowder Flip a coin. If heads, 
the Defending Pokémon is now Poisoned. 
Damage: 20 

Almost incapable of moving, this Pokémon 
can only harden its shell to protect itself 
from predators. LV. 23 #14 33/102 


Beedrill 80 HP® 
STAGE 2 (Evolves From Kakuna) 

Poison Bee Pokémon 

Length: 3' 3" Weight: 65 Ibs. 

W: ¥  R: @-30 RC: — 
a} & Twineedle Flip 2 coins, This 
attack does 30 damage times the number 
of heads. Damage: 30x 

@ @ @ Poison Sting Flip a coin. If 
heads, the Defending Pokémon is now 
Poisoned. Damage: 40 

Flies at high speed and attacks using the 
large, venomous stingers on its forelegs 


Attach Defender to 1 of your Pokémon. 


and tail. LV. 32 #15 17/102* 
Zapdos 90 HP 2 
Basic Pokémon 

Electric Pokémon 

Length: 5'3" Weight: 116 Ibs. 

W:— — R: @-30 RC: 2) a) 


4 ® & & Thunder Flip a coin. If tails, 
Zapdos does 30 damage to itself. 
Damage: 60 

4) & 4 @ Thunderbolt Discard all 
Energy cards attached to Zapdos in order 
to use this attack. Damage: 100 

A legendary bird Pokémon said to appear 
from clouds while wielding enormous 
lightning bolts, LV. 64 #145 16/102% 


ENERGY CARDS 


Double Colorless Energy 
Provides (a) \&) energy. Doesn’t count as a 


basic Energy card. 96/102 
Fighting Energy 

® 97/102 
Fire Energy 

& 98/102 
Grass Energy 

@ 99/102 
Lightning Energy 

eA) 100/102 
Psychic Energy 

@ 101/102 
Water Energy 

@ 102/102 
TRAINER CARDS 

Bill : 

Trainer 


91/102@ 


Draw 2 cards. 


HP 10 


Clefairy Doll 
Trainer 

Play Clefairy Doll as if it were a Basic 
Pokémon. While in play, Clefairy Doll 
counts as a Pokémon (instead of a Trainer 
card), Clefairy Doll has no attacks, can't 
retreat, and can't be Asleep, Confused, 
Paralyzed, or Poisoned. If Clefairy Doll is 
Knocked Out, your opponent doesn't take a 
prize, At any time during your turn before 
your attack, you may choose to Knock Out 
Clefairy Doll. 70/N102* 


Computer Search 

Trainer 

Discard 2 of the other cards from your 
hand in order to search your deck for any 
card and put it into your hand. Shuffle your 
deck afterward. TIMN02*% 


Defender 
Trainer 


At the end of your opponent’s next turn, 
discard Defender. Damage done to that 
Pokémon by attacks is reduced by 20 
(after applying Weakness and Resistance). 
80/1020 


Devolution Spray 

Trainer 

Choose 1 of your own Pokémon in play and 

a Stage of Evolution. Discard all Evolution 

cards of that Stage or higher attached to 

that Pokémon. That Pokémon is no longer 

Asleep, Confused, Paralyzed, Poisoned, or 

anything else that might be the result of an 

attack (just as if you had evolved it). 
72/102% 


Energy Removal 

Trainer 

Choose 1 Energy card attached to 1 of your 

opponent’s Pokémon and discard it. 
92/102@ 


Energy Retrieval 

Trainer 

Trade 1 of the other cards in your hand for 
up to 2 basic Energy cards from your dis- 
card pile. 81/102 


Imposter Professor Oak 

Trainer 

Your opponent shuffles his or her hand into 

his or her deck, then draws 7 cards. 
73/102* 


Full Heal 

Trainer 

Your Active Pokémon is no longer Asleep, 
Confused, Paralyzed, or Poisoned. 82/102 


Gust of Wind 

Trainer 

Choose 1 of your opponent’s Benched 
Pokémon and switch it with his or her 
Active Pokémon. 93/102@ 


Item Finder 

Trainer 

Discard 2 of the other cards from your hand 
in order to put a Trainer card from your dis- 
card pile into your hand. 74/102* 


Lass 

Trainer 

You and your opponent show each other 
your hands, then shuffle all the Trainer 
cards from your hands into your decks. 

: 75/102% 


Maintenance 

Trainer 

Shuffle 2 of the other cards from your hand 

into your deck in order to draw a card. 
83/102 


PlusPower 

Trainer 

Attach PlusPower to your Active Pokémon. 
At the end of your turn, discard PlusPower. 
If this Pokémon’s attack does damage to 
the Defending Pokémon (after applying 
Weakness and Resistance), the attack 
does 10 more damage to the Defending 
Pokémon. 84/102 


Pokédex 

Trainer 

Look at up to 5 cards from the top of your 

deck and rearrange them as you like. 
87/102 


Pokémon Breeder 

Trainer 

Put a Stage 2 Evolution card on the match- 
ing Basic Pokémon or on the matching 
Stage 1 Pokémon (whether or not you 
could have evolved it normally). 76/102* 


Pokémon Center 

Trainer 

Remove all damage counters from all of 
your own Pokémon with damage counters 
on them, then discard all Energy cards 
attached to those Pokémon. 85/102 


Pokémon Flute 

Trainer 

Choose 1 Basic Pokémon card from your 

opponent's discard pile and put it onto his 

or her Bench. (You can't play Pokémon 

Flute if your opponent's Bench is full.) 
86/1020 


~ th 
Trade | _ 
Evolution tt? Basic 
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mh i 
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Pokémon Trader 
Trainer 

Trade 1 of the Basic Pokémon or Evolution 
cards in your hand for 1 of the Basic Poké- 
mon or Evolution cards from your deck. 
Show both cards to your opponent. Shuffle 
your deck afterward. 77/102 


Potion 
Trainer 
Remove up to 2 damage counters from 1 


of your Pokémon. 94/102@ 

Professor Oak 

Trainer 

Discard your hand, then draw 7 cards. 
88/102 

Revive 

Trainer 


Put 1 Basic Pokémon card from your dis- 

card pile onto your Bench. Put damage 

counters on that Pokémon equal to half its 

HP (rounded down to the nearest 10). 

(You can't play Revive if your Bench is full.) 
89/102 


Scoop Up 

Trainer 

Choose 1 of your own Pokémon in play and 
return its Basic Pokémon card to your 
hand. (Discard all cards attached to that 
card.) 78/102* 


Super Energy Removal 
Trainer 

Discard 1 Energy card attached to 1 of 
your own Pokémon in order to choose 1 of 
your opponent’s Pokémon and up to 2 
Energy cards attached to it. Discard those 
Energy cards. 79/102* 


Super Potion 

Trainer 

Discard 1 Energy card attached to 1 of 

your own Pokémon in order to remove up 

to 4 damage counters from that Pokémon. 
90/102 


Switch 

Trainer 

Switch 1 of your own Benched Pokémon 
with your Active Pokémon. 95/102@ 
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Magic: The Puzzling — 


BY MARK ROSEWATER 


main phase. You realize i 


= 


Black to 
the Wall 


ard in your Library is Gaea’s 


_ Embrace, you can win on your turn Defeat Jeff on your turn 


without losing. — 


_Citanul Hierophants oe 
Each creature you control 
gains “G: Add @ to your 
mana pool. Play this ability as 
a mana source.” : 


Contamination ae 
During your upkeep, sacrifice 
a creature or sacrifice 


_ Contamination. 


Whenever a land is tapped for 


‘mana, it produces # instead 


of its normal 
type and 
amount. 


PLAINS [2] 


Midsummer Revel @ee 
During your upkeep, you 

may put a verse counter 

on Midsummer Revel. 

®~, Sacrifice Midsummer 


Revel: Put X Beast tokens 


into play, where X is the 
number of 


verse COUNteTS: 
onMidsummer 


Revel. Treat 
these tokens | 
as 3/3 green 


SWAMPS [6] 


FOREST [4] 


PorasiticBond  =«ss_i(éiéw a 
During the upkeep of 
enchanted creature’s 


“controller, Parasitic Bond 


deals 2 damage to that player. 


06 


"Deno reson to oeak or oul” 
s “Gi, ty Xanicha 


LURKING EVIL OPPRESSION 


4/4 
[CURRENTLY A CREATURE] 


SLEEPER AGENT 
oi) 


THRAN QUARRY 
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Destroy target enchantment 
ing ® (You may pay @ an 


BLANCHWO00D 
ARMOR 


Whenever dne of your opponent 
uly cats 3 wae spel, thas 


‘Phas’ prt pris noo: 
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YAWGMOTH’S EDICT 


PARASITIC BOND / 
CITANUL HIEROPHANTS 
3/2 


CONGREGATE 


Giro i 08 wstess as lose.” 
x Giixs Yeeserwonh proctor 


BEREAVEMENT 


TREETOP RANGERS 


2/2 


HUMBLE 


Daring your upkeep, sverificea 
‘reaturcor satnice Contamination. 


Whensvér a tind is tapped for 
mana, it produces ® instead of its 
‘normal type and amount. 


CONTAMINATION 


Oak Tyree 


ELVISH LYRIST 
1/1 


VERNAL BLOOM 


vet 
play, its controler sacrifices 9. 
‘creature or land. 

Gix despised the s¥oan morasy, The 
-gonize that the portal hast rorn in the: 


fort is the only pleasing sight, 


TAINTED FETHER 


MIDSUMMER REVEL 
[3 COUNTERS] 


GAEA’S EMBRACE 


our opponent is Bobbi. During 
the first move of an Extended 
game, she played a mountain 
and a Goblin Lackey. It is now 
your first turn. What eight cards of the sixteen 


shown at right would allow you a turn-one win? 


BOBBTI [rep] 


GOBLIN LACKEY 
it 


MOUNTAIN 
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Blood Det 


Sacrifice Blood Per Add @ (6 your 
1 pool. Ploy this ability as a 


BLOOD PET 
1/1 


Dark Ritual 


to your mana pool 


Phe ceremony eonded swith a evice 


DARK RITUAL 


Lightning, Bole 


Bach player loses 1/3 of his or hec 
fife: then chooses and discards 1/3 


YOU [stackjreD|BLUE] 


COLOSSUS OF SARDIA 


9/9 


Dark Ritual 


Phgresian Scriptures 


DARK RITUAL 


Vorie Geral 


rest opponents 
ick deals that player 
iso 


THE RACK 


Sacrifice nereature: Add #10 
your mana pool 


CULLING THE WEAK DARK RITUAL 


Dark Ritual @ Drain Life 


S: Drai Life deals X damage to 
target crestute or player. Spend only 
‘black mana in this Woy. Gain 1 fife 
Uf there ts such a thing a t for each 1 damage dealt, but not 
potoe’s I hace Wot ‘more than the toughness of the 

. ‘creature or the life total ofthe player 
Drain Life damages 


DARK RITUAL DRAIN LIFE 


MANA VAULT 


Shallow Grave 


Por the op om your 
raved into play as though 3 
were just plaved, That creature is seit voce pats 

ete Sanaa aids in'your graveyard us though 
Rope because Gane pee they ere i your hand, Cards put 
ae ae into jout graveyard this turn ate 

Fainoved from the game instead, 

Giied help 58 hard 


‘Until end of tarn, vou may play. 


‘SHALLOW GRAVE = YAWGMOTH’S- 
Ze WILL 


Step-by-step solutions to last 
month’s *Magic:The Puzzling” 


BY MARK ROSEWATER 


i“ you cannot defeat erry ae damage. 


: one a you must run Terry out of cards. 


1) Tap \ Wor Porecion Mana Vault, M Mox - 
Diamond, the untapped swamp, | Urza's — 
‘Tower, Urza's Mine, and Urza’s Power 
Plant, and tap and remove all counters 
from Bottomless Vault to add 15 black (all 
but one used as generic), one blue, and 12 
colorless mana to your mana pool. Sacri- 


fice both swamps, island, , Urza's Tower, Ae 


~ Urza’s Mine, Urza's Power Plant, and — 
Bottomless Vault to Squandered 
Resources to add three black (used as 
generic), one blue, and three colorless 
mana to your pool. You now have 18 
black, two blue, and 15 colorless mana in 
your pool, 

_ 2) Use two blue mana to play Boomerang on 

Terry's Tolarian Academy. Terry has six 

cards in hand. 

_ This is crucial because you need to play your 

_ Tolarian Academy, As a legendary land, your 

_ Tolarian Academy can't be put into play until 

— yourid Terry ofhers. 

3) Play Tolarian Academy. 

_ 4) Tap Tolarian Academy to add 10 blue 

‘mana (two used as generic) to your mana 
pool. You now have 18 black, 10 blue, and 
15 colorless mana (used as generic) in your 
pool. 

5) Use one blue and one acne mana to play 
Gilded Drake. Take control of the stolen 
Bottle Gnomes. Give a control of the 

Drake. 

_ 6) Use two ee mana to ee Stern Proctor. 
Return Terry’s Cursed Totem to her hand. 
‘Terry has seven cardsinhand. _ Z 

You remove Cursed Totem from, play 

after stealing Bottle Gnome 

e os aay ae 


9) Use one generic mana to use Karn’s abil- 
ity to animate your Mox Diamond. 
_ Thanks to Parapet, it is a 0/1 creature 
until end of turn. 

10) Sacrifice Cathodion to Altar of Dementia 
to mill Terry for three cards. Terry has 54 
cards in her library. When Cathodion 


mana to your mana pool. 

11) Sacrifice Bottle Gnomes to gain 3 life. 
You are at 4 life. 

12) Use one black and two generic mana to 

_ play Victimize. Select Cathodion and 
Bottle Gnomes. Sacrifice the animated 
Mox Diamond to return both Cathodion 
and Bottle Gnomes to play. 

Victimize allows you to reuse your creatures. 

You can resacrifice Cathodion for extra mana 

and Bottle Gnomes for some much-needed 

life. 

13) Sacrifice Cathodion to Altar of Dementia 
to mill Terry for three cards. Terry has 51 
cards in her library. When Cathodion 
goes to the graveyard, add three generic 
mana to your mana pool. 

14) Sacrifice Bottle Gnomes to gain 3 life. 
You are at 7 life. 

15) Use two generic mana and sacrifice Steal 
Enchantment to activate Barrin and 
return Child of Gaea to Terry's hand. 
Terry has eight cards in hand. Parapet 
returns to Terry’s control. 

You keep putting cards into Terry’s hand 

because Windfall will deliver your final blow, 

and it triggers off the player with the most 
cards in hand. 


__ 16) Use one generic mana to use Karn’s ability 


_ to animate Terry’s Claws of Gix, making it 
a 0/1 creature (Parapet) until end of turn. 
17) Use one blue mana to play Enchantment 


_ goes to the - graveyard, add three generic _ 


Magic Tricks 


Ge to create a4/. 4 Minion token. 


: 19) Use one generic mana to use Karn’ S 


Mentor one animated Be 

Processor to your hand. 
You can maximize the effect of the Altar cy 
Dementia by replaying Phyrexian Processor 
and making larger creatures. a2 
21)Use three generic mana and sacrifice Mana 


Vault, Barrin, and Claws ofGixtoClaws 


of Gix to gain 3 life. You are at 10 life. 

22) Use four generic mana to play Phyrexian 

Processor and pay 9 ‘ when it comes 

into play. ' 

23) Use four generic mana and tap Phyrexian 
Processor to create a 9/ 9 Minion token. _ 

24) Use one generic mana and tap Voltaic Key 
to untap Phyrexian Processor. 

25) Use four generic mana and tap Phyrexian 
Processor to create a 9/9 Minion token. 

26) Use five generic mana to activate Karn’s _ 
ability and animate Worn Powerstone, 
Altar of Dementia, Whetstone, Phyresian 
Processor, and Voltaic Key. 

27) Use two blue mana to activate Mor- 
phling’s fourth ability twiceandmakeita _ 
5/1 creature. 

28) Sacrifice the animated Worn Powerstone 
(3/3), Karn (4/4), Morphling (5/1), ani- 
mated Whetstone (3/3), animated 
Phyrexian Processor (4/4), animated 
Voltaic Key (1/1), 4/4 Minion token, and 
both 9/9 Minion tokens. Mill Terry for 42 
cards. Terry has nine cards in her library. 

29) Sacrifice the animated Altar of Dementia 
to itself to mill Terry for two cards. Terry 
has seven cards in her library. 

30) Tap and remove Feldon’s Cane from the 
game to shuffle all the cards in your grave- _ 
yard into your library (everything you sac- Z 
rificedthisturn). __ : 

31) Use one blue and two peneric mana, ti 

_ play Windfall. Terry has eight cards in 
_ hand, so you both draw eight cards. Ten 
only has seven cards in her oy so sh 


_ Alteration to move Binding Grasp from Ze 


opper Gnomes to the animated Claws 
ix. Binding Grasp ensures the ani- _ 

mated Claws of Gixis still a 0/1 creature. 
our ey mana and tap Phyre 


_,.. and spells, 
magical items and 
monsters, character 
kits, weapons 
and powers, 
and proficiencies ... 


DRAGON® Magazine 
expands the AD&D® 
universe each month 
with game articles 

you can use in your 

own campaign. Each 
issue also includes 
the latest game and 
book reviews, Sage 

Advice, interviews 

with your favorite 

authors and artists, 
and more! 


Fill out this form and mail it, with your payment, to the address below. (Send U.S. funds only) 


pe 
| 
| Name Save up to 46% off Newsstand price! 
Address Subscription Type: 
| City State/Prov. New Renewal (enclose mailing label) 
Country Zip/Postal Code To U.S. addresses 
| Method of Payment: 1 year (12 issues) for $34.95 
CI Check Money Order MasterCard VISA 2 years (24 issues) for $63.95 
| Credit Card Number 3 years (36 issues) for $89.95 
| MC Bank No. Expiration Date To Canadian addresses 
Signature Date 1 year (12 issues) for $41.95 
| Mail this card with payment to: ee ens.” 2 years (24 issues) for $75.95 
| Dracon Magazine Z. pile SN 3 years (36 issues) for $103.95 
| Wizards of the Coast, Inc. ee ay 3 . 
P.O. Box 469107 SO: : ; a pee se. To foreign addresses 
Subscribers in the U.S. and Canada will receive their first issues within 8 to 10 weeks. i : 
Escondido, CA 92046-9107 All prices are subject to change without notice. 1 year (12 issues), surface mail, for $57.95 
or Fax to: 425-204-5928 DUEDMg98 


Dracon is a registered trademark of TSR, Inc. © 1998 TSR, Inc. All rights reserved. 


AGG 


ADVENTURES 


Each bi-monthly issue features 


Advanced Dungeons & Dragons® 


game scenarios perfect for your 


campaign. Even if you design 


your own fantasy setting— 


DUNGEON® Adventures has 


something for you. 


Fill out the 


CG 

ea 
$ 4 
[ | Rene 
dre 9 
6 ra 


D DAY8 


OF THE COAST” 


cr We = it Bir. 


The DCI™ players’ organization ensures 
a quality tournament environment. 
Whether you're playing for props 

in your local game store or big cash in 
Hong Kong, the DCI makes sure 

all you have to worry about is the game. 


209 BU] 10 SpieziM PUe BuIYSHGNd JON SUUM 10 WeWeped e si aGGnAS feUayy oUs sesdwEA “sue 


Jo pewepel e si QUUNSN “OUI ‘ 


~~ “DCI. We make the call so you don't have to. 


Encourage your local retailer to organize 
a DCI-sanctioned tournament. 


Questions? Call (800) 324-6496 
and ask for a DCI representative. 


For a tournament near you, check out 


<http://events.wizards.com/D CITournament>. 


Worldwide ratings and rankings for: 


NAIC. 
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Our wookiee in 
6 Ringside 
Where, ah where, has the Lon 
gone? Where, oh where can he be? 
8 Greezeg Uut Nikek! 
The latest Star Wars expansion is 


teally very special—and we mean 
that in a good way. 


82 Rogue Rago 


Save the galaxy from the forces of 


evil by blowing stuff up in Lucasarts’ 
_ Rogue Squadron 3D. 


8B Head to Head 
Time to get tacticak: i's Norm Koger’s. 


Operational Art of War vs. _— s 
General. / 


ion, and should 

not be read ye an: ee 
taking it se 
hildren, or 
cal prosecutors. 


fieldsendsina 
report on the Star Wars og ae 


Been 


Coulda tena 
So oars, | 


eveoelustion . 1. Any process of formation or growth. 2. A product of such development; something evolved. 


t's a big, scary world out there, and if recent 

reports are any indication, the countryside is 

rife with Pokémon. Now I’m not stupid—I 

know these beasties travel under an 

assumed name. Back home, they call ’em 
Pocket Monsters. They're whacking and zap- 
ping and bubbling each other into submission 
in merciless contest after contest. 

Any such environment is going to foster an 
accelerated rate of evolution. That’s survival of 
the fittest, folks. And if you ain't fittest, you 


aint—well, you certainly don't make it into 
the trading card game. Here, then, are a few 


Pokémon who didn’t quite pass muster. 


DiCaprioaf + DiCapriola « DiCapricool 
Teenbeat Pokémon 
— Attack: Hypothermia 


eee is an ao. capable, and unas- 
_ suming Pokémon who gets the job done with 
‘surprising talent for such a tiny beast, pound- 


ing down on enemies with his sneaky 


_ Growing Pains of Fury. If he survives the 
first round, he becomes.. 


-DiCapriola, who 
emits a powerful stream of tasty cola bev- 
erages at oncoming monsters. With enough 
Carbonation Energy, he can also unleash a 
special Gas Attack. He evolves into 
DiCapricool. Cold as ice. In fact, he’s not 
moving at all! Now wait just a cotton- 
pickin’...well, no wonder he didn’t make it 
into the TCG. Little guy’s frozen solid. Never 
mind. oe hearts must go on. 

—— 


[ Cholesterolle Cholesterest e Cholesterator 
Condiment Pokémon 
Special Attack: Bread Spread 


Cholesterollie bumbles about, flippers con- 
stantly coated in fresh, flavorful mayonnaise. 
On the off chance he ever evolves, it is to 
become the Cholesterest, a shrewd beast who 


used his eerie Psychic Sandwich attack to clob- 


ber opposing monsters with tremendous rolls of 
French bread (summoned from a pocket bread 
universe, naturally). Finally, the Cholesterator 


_ didn’t last long. He immediately opened some 


kind of time-tunnel deal, went back in time to 
whack the opposing Pokémon before it had 
any chance to evolve, and ended up getting 
his ass handed to him by an especially nasty 
Charmander back in the early 1980s. Trust 
me, this behavior disqualified the time- 
tunnelin’ troublemaker right quick. Hasta la 
vista, pal. 


Steakcurmm « Steak-upp « Steakcorr 
Meat Pokémon 
Special Attack: Deliciot 


Not much to explain here—each incarnation 


of this meat Pokémon was more flavorful than 
the last, and every last one of ‘em was con- 


sumed by hungry Wizards employees at 


_ company barbecue. Sorry, folks. 


Tobaccachu « Maddachu » Maddabowchu 
Lookachu « Kukukachu eWhatsamattachu... 


Oh, Let’s Say Mouse Pokémon 
Special Attack: Squeak 


Hey, it’s a big, big card set, but there can only 
be so many of those little high-pitched light- 
ning dudes in a room at one time before you're 
talking about a serious fire hazard. Dont worry, 
all of the above are living comfortably in a 
Pokémon reserve near bustling Kuala Lumpur. 


Urzitt « Urzapp « Urzoom 
Planeswalker Pokémon 


Special Attack: Gameplay Features 


OK, maybe some games shouldn't mix too 
much. This Pokémon refused to play fair with 
opposing monsters: At the Urzitt level, he'd 
conjure up a gaping chasm under an oppo- 
nent, dropping them into the center of 
Dominiarianiariania. Let him get to Urzapp, 
and he’s summoning a big, hairy, Rathi some- 
thing-or-other right behind you, and 
CHOMP! Game over. Let him get to 
Urzoom, and forget about it. He'll wreck your 
entire plane if you look at him sideways. 


_ Banned from the game for life. 
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will dawn in 2000. b5@eternity.com www.eternity.com 


STAR WARS CCG 

(Decipher, Norfolk, VA) 

Endor hits in March, sure to be 
rife with Ewoks. Also look for 
several new mains (if there’s no 
General Solo, Pll eat my own 
foot) and new double-sided 
objective cards. Death Star II 
should follow next summer. Late 
next year, expect a separate stand- 
alone game based on Episode One: 
The Phantom Menace. 
CCGCustomerService @ decipher.com 
www.decipher.com 


BABYLON 5 (Precedence, Tempe, AZ) 

The Great War has finally released, in two parts: 
the boosters made it into stores in time for 
Christmas, but starters probably just hit shelves. 
Also look for the Masterpiece Collection, which 
should be in stores now. This 12-card set retails at 
a suggested $79.95 and comes packed with an 
exclusive Shadow action figure. Similar to the 
Star Trek Fajo Collection, the Masterpiece set fea- 
tures storyline-shaking cards such as Valen, 
Emperor Mollari, and Thirdspace. Psi Corps fol- 
lows in March 99. One hundred and fifty cards 
(small for a BS expansion) introduce the Psi Corps 
faction (led by Bester) and possibly Byron’s Rogue 
Telepath faction. War Without End is a noncol- 
lectable card game that allows you to play as either 
the Vorlons or Shadows and is due soon after Psi 
Corps. Later in 99 we'll see the Crusade expan- 
sion—based on the spinoff series, this set will intro- 
duce the Drakh faction. Looking way down the 
road, The Third Age (focusing on B5’s fifth season) 


' <n 


Id-school roleplayers will want to 

snatch up Interplay’s compila- 

tion releases for their Wizardry 
and Might and Magic lines. The 
Ultimate Might and Magic 


‘the series as well as the complete ' 
Xeen” setting, whi in 
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Archives includes the first five games in work on a new draft. Details of Friedman's screenplay had leaked onto the toys in strategic real-time combat with 


ow was your holiday haul? 
StarCraft and WarCraft 
ccording to Harry Knowles’ www.aint-it-cool-news.com, screenwriter fans who got nothing but socks 
Brent Friedman has been canned from the upcoming Tomb and underwear will want to check out the 
Raider moyie project and an as-yet-unidentified writer is hard at new Blizzard action figures. Pummel other 


ternet, and fans were outraged by what was reported to be a derivative — StarCraft’s Protoss Zealot, Terran 
anwhile, the latest casting rumor would put British Marine, and Zerg Hydralisk, while the Ore 
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he Issue 
by Michael Mikaelian 


Special thanks to Decipher for inviting 'Vhe Duelist to cover the 
Star Wars CCG 1998 World Championship held November 21-22 
in Virginia Beach, VA. Congratulations to the 56 players who 
qualified, and thanks to all those who came out to support them. 


“Operatives Suck.” 

‘That was the most popular saying at this year’s 
Star Wars CCG World Championships. With 
the hasty addition of Star Wars: Special Edition to 
the playing field, the most obvious strategy was 
the Operative deck. Local Uprising and Imperial 
Occupation—objectives that are the backbone of 
these decks—have all the elements of a winning 
strategy built in. They're quick, enabling you to 
spread out and drain, add to those drains, subtract 
from opponent's drains, add a battle destiny, 
retrieve lost Force easily, and take full advantage of 
Abyssin Ornament and Nar Shaddaa Windchimes. 
As a result, half of the players came prepared with 
both a Light and a Dark Operative deck. 

With only two weeks to prepare, very few 
Special Edition strategies were brought to light. 
While half the players caught on to Operatives, 
about a dozen realized the Force lockdown 
potential of Hidden Base, and the “direct dam- 
age” potential of Hunt Down And Destroy The 
Jedi. The remainder of the field chose traditional 
decks—and like the Jedi of old, they couldn't 
withstand the overwhelming power of the 
Operatives. At the end of the first day, 11 of the 
12 players who qualified for the semifinals had at 
least one Operative deck, while the Top 24 decks 
consisted of no less than 21 “Ops” strategies. 
Needless to say, World Champion Matt Potter 
had two of those decks. 


A Brief Analysis 


of the Operative Strategy 

Most Ops decks contain 20-30 of the appropri- 
ate Operative. Though some finalists were play- 
ing Nal Hutta Ops, the Nal Hutta Operative is 
(oddly) the only one that deploys a 0 site during 
your control phase instead of your deploy phase. 
This inherently weakens the deck, because it 
slows down your first-turn objective flip. 

In the usual Ops deck that begins with a ° site 
in play, all you need in your opening hand is 
three operatives. Each operative allows you to 
deploy a site from your deck each turn. Once 
your operatives control three sites at the appro- 
priate system, your objective flips and the mad- 
ness begins. 

Operatives are power +1—or more with their 
“supporting character” anywhere on the planet— 


Nel Hotta Operative 


and add 1 to your Force drains at matching 
locations. With Liberation or Imperial — ' 
Occupation in effect, they become even better. 
Your opponent’s Force drains become -1, and 
each time you deploy an operative, you 1 
a Force. With a deploy cost of 1 and no © 
restriction on how many can be in play 
or at a site, this is quite an advantage. If 
your opponent tries to lay down the law 
with an Imperial or Rebel, your 
Operatives gain another +2 power. 


= tute 


“This Baby“s Got a Few 
Surprises Left in Her.” 
Many players quickly identified the useful- 
ness of creatures against other Ops decks. 
Creatures allow you to disrupt an opponent's 
strategy without exposing yourself to battle 
damage. The Dark side has a definite advan- 
tage when it comes to creatures—theirs are 
bigger, better, and more numerous. 

Other counterstrategy focused on reducing 
and eliminating Operative Force drains. A 
Bright Center To The Universe and The Planet 
That It’s Farthest From remove the Operative 
Force drain bonus and can only be canceled by 
controlling the system they’re deployed on. 
Naturally, many players had at least Bossk In 
Hound’s Tooth or Red Leader In Red 1 in their 
deck for just such an occasion. More astute 
players attempted to use A Gift to subtract 1 
from their opponent’s Force drains with an 
alien, and relied on Liberation’s Force drain -1 
to completely shut down Dark side Operatives. 
Prepared Darksiders played Look Sir, Droids. 


Rls 


Jm Sure My Men Fixed Jt. 


We've Got Nothing to Worry About.” 
While many of the World Championship players 
feel that Operatives are too powerful, those same 
players felt obliged to play them. They didn’t get 
as far as they had by ignoring the most powerful 
deck concepts! Still, there was a feeling—among 
Ops deck players as well as their victims—that 
there was something inherently wrong with 
Operatives. Decipher’s response has been, “Wait 
and see.” The tournament officials and game 
designers are not convinced that Operatives will 
ruin the game as we know it. #& 


Michael Mikaelian would 
like to thank Chris Janiak, 
Gabriel Alonzo, Hak Soo 
Kim, Hayes Hunter, Jon 
VanDerMeer, Lucas 
Hernandez, Marco Habert, 
Matt Sokol, TJ Holman, 
and Wojciech Jankowski for 
providing insight and com- 
panionship during the 
“occupation” of Worlds. 
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Inside. the Industry 


by Wolfgang Baur 


he Duelist has covered The Hidden Emperor 
card set before (“Interreenum,” Duelist #27). 
Now that the first six installments are available, 
@ however, and the next three are soon to be 

eleased as a standalone block titled The Dark 
ourney Home, let’s look at the changes The Hidden 
Emperor has wrought. 


Our Story So Far 

Each of the six monthly installments of HE 
revealed a little more of the ongoing story; 
likewise, the usual series of storyline tourna- 
ments have added twists and turns to the card 
sets and the ongoing saga. Here’s a quick review 
of who did what to whom, and when: 


Episode 1: Heart of Shinomen Forest. The 
Emperor disappears, and all clans great and small 
quickly place blame. The ronin Ginawa and the 
ninja Hiroru go in search of ‘Toturi, while the 
Crab muster to retake Hiruma Castle—and are 
promptly abandoned by their Naga allies. At the 
imperial court, the Emerald Champion fakes his 
own death. The illusion of peace after Fu Leng’s 
death begins to fade rapidly, although optimists 
hope that open warfare can still be avoided. 


Episode 2: Kyuden Hitomi. Two months after 
‘Toturi’s disappearance, Chancellor Takuan is cho- 
sen to rule in Toturi’s stead. The Scorpion clan is 
banished, accused as the logical culprit behind the 
Emperor's disappearance. The Naga reappear far 
from the Shadowlands where they abandoned the 
Crab; instead, the Naga and the Dragon lock in 
bloody combat in the mountains. The monks of 
the Brotherhood retreat to their temples, seeking 


the meaning of the end of destiny, the end of the 
divine Hantei dynasty. 


Wolfgang “The Hidden” 
Baur recently disap- 
peared, throwing The 
Duelist zx¢o disarray. 
Editors vied for power 
in brutal hand-to-hand 
combat, and cubicles 
burned into the night. 
Then we found him hid- 
ing behind the fridge. 


Episode 3: House of Tao. Four months after 
Episode 1, many members of the Dragon clan aban- 
don the evils of Hitomi’s rule, seeing the truth in 
the Naga claims of corruption and dark magic. 
These Dragon samurai drop their katanas and don 
the robes of the Brotherhood of Shinsei. Gathering 
_ behind the son of Togashi, these monks join the 
battle against darkness in the Dragon mountains. 
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Hidden 


Six Episodes of Toturi—Free L5R 


Episode 4: Otaku Palaces. A year after Toturi van- 
ished, the Unicorn magistrates continue their 
attempt to impose order, despite an ever-greater 
loss of control. In a desperate attempt to hold the 
Emerald Empire together, the Unicorn take the 
city of Ryoko Owari by force and declare martial 
law—and threaten to do the same elsewhere. 
With bandits everywhere, travel is no longer safe 
for ordinary folk. 


armies. 


Trade  fallapses "the ont Onde 


are use 


‘The army of the Lion heads south through Beiden 
Pass, the crossroads of the Empire, toward the 
Shadowlands—and the Kaiu wall long held by the 
Crab clan. Beyond that wall, Hida Yakamo and his 
best troops are still besieged and dying in the ruins 
of Hiruma Palace. Ginawa and Hiroru arrive in 
the Lion lands and confront Lady Ketsui, new 
daimyo of the Lion clan, calling on her to do the 
honorable thing and recall the Lion armies from 
Crab lands for the Empire. Ketsui refuses. 
Imperial messengers sent to recall the Lion armies 
fail to return. 


Hitomi, perhaps feeling the weight of her clan’s 
losses, sends a seeming peace entreaty—or per- 
haps she’s buying time. The Crane chancellor 
barely keeps matters at court under control, and 
his difficulties with the Mantis increase as the 
brash clan continues to march ever closer to 


Otosan Uchi, the Imperial capital. 


Episode 5: Kyuden Yoritomo. Three months 
after the Unicorn take Ryoko Owari, the 
Yoritomo Alliance seizes the Scorpion lands, 
claiming Toturi had promised them any “empty 
lands” to hold as their own. Following this logic, 
they look toward the Phoenix lands and any 
other unruly, unclaimed territory. The Mantis 
armies take Beiden Pass, moving north, hoping 
to join forces with allies arriving by sea. Unicorn 
and Crane armies press Yoritomo to the south, 
but the Mantis champion is so confident of his 


power that he claims the right to chal- 
lenge for the Jade Throne. Crane armies 
under the command of the Crane cham- 
pion, Doji Kuwanan, oppose Yoritomo 
on the field of battle. Open warfare 
between the Great Clans is a reality. 


Hitomi’s ambassadors arrive at court, 
claiming the Dragon clan has been the 
victim of Naga genocide. Akodo Kage 
plots behind the scenes, letting Doji 
Shizue hear only what he wants her to 
hear and making sure that the Crane 
chancellor and others dance to his tune. 
The Otaku Stables burn, the targets of 
sabotage. 


Episode 6: Iron Fortress of Daidoji. Six 
months after the Mantis take Beiden 
Fass, war is in full swing. Forced to make 
an agonizing decision between duty to the 

clan and doing what he knows is right, 
Daidoji Uji disobeys his liege lord and 
takes his forces to fight Yoritomo’s rein- 


forcements outside | Otosan oe ‘the 


oo ae 


_ The marriage a Hida oe Ushi a Shinjo 
-Yasamura- (now Hida Yasamura) brings 
Unicorn and Crab closer together. Ever 
the pragmatists, the Crab also gain the 
opportunity to build a much stronger cav- 


alry force. 
The Return of the Emperor? 


The last few scrolls promise to be very 
interesting indeed. The remaining 
episodes (7-9) will be bundled together 
and released as The Dark Journey Home. 
What secrets does it hold? The Five 
Rings Publishing and Alderac staff are 
remaining very secretive about it, throw- 
ing out very few hints. All “Ringside” 
learned was that it may include a long- 
awaited Ninja stronghold. What we 
wont see are new strongholds for 
Toturis Army or the Shadowlands, 
which have been delayed until the Pear/ 
Edition, when it will be supported by a 
set of new oni. 


Let’s just say that the rocky road that 
Ginawa and Hoturi follow home doesn't 
smooth out anytime soon. Hil 


prices of a misprint. 


became a staple 


glorious for the clans they s 


ackened Sky, Hitomi Techniqu 


| Kamoko’s Charge, Shinjo Technique, 
and so on. Cards like Ascension of the 
Mantis (which i is three times as rare as. a 
~ normal rare, due to a printing error) cer- 
~ tainly hold value for the collector. But 


with this list, we tried to look oo 
the needs of any one 
clan or the speculative 


Here, then, are the 
all-around best butt- 
kicking cards from 
the first six months 
of HE mayhem. 


Kisada’s Funeral. 
This Episode 1 card 


against honor-running decks 
early in the story arc and never let up. 


Mushin. Getting one more action can 
change the whole rhythm of a battle. 
This Episode 3 card can make or break 
an attack. 


Naka Kuro. If a single additional per- 
sonality brought more joy to players, 
“Ringside” didn’t hear of it. The re- 
birth of the Phoenix begins right here 
in Scroll 2, baby (Asako Hosigeru, 
the Phoenix novice, comes in a close 
second). 


The Kami Watch Over Me. The ability 
to recycle your whole deck is pretty cru- 
cial and allows for deck recursions never 
before seen in L5R. Possibly the single 
strongest card of Episode 4. 


The Grey Crane. Dueling as a whole 
has been greatly enhanced by The 
Hidden Emperor. And despite his 
advancing years, no one beats Kakita 
Toshimoko, the Grey Crane from 


‘Hiruma Dojo. Without a doubt, one of 


A a card for any a 
-based strategy. 


Mystic Coan Don't you hate losing 
provinces when you're just about to win 


the game? Now you don’t have to. A 


great card from Episode 1. 


the best gold-producing holdings in the 
game, and standard for any deck that 
relies on samurai. Available in 
both Episode 2 and 
Episode 3. 


Kitsuki Kaagi’s 
Journal. Yes, it’s 
pricey, but making 
one unit immune to 
kihos, the favor, 
_ battle action cards, 
and other actions 
is worth it. From 
Episode 4. 


Where Shinsei Stood. Episode 3 gave 
the monks, Phoenix, and other kiho- 
heavy clans a fighting chance. This card 


is one reason why. 


Iuchi Karasu Exp. 2. This Episode 5 
Unicorn keeps an opposing personal- 
ity out of battle, but using the effect 
doesn’t bow him. In other words, you 
effectively negate your opponent’s 
strongest personality just by playing 
Karasu. 


The Hidden Emperor. This Episode 2 
event kicks butt for honor-runners. 


Nuff said. 


Root the Mountain. Nothing spells 
crushing, bloody death for an attacking 
army like this card. An Episode 1 staple 
for all defensive deck types. 


Tutor. From Episode 6, this card pro- 
vides a huge advantage in card-cycling. 
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Inside. the Industry * 


Star Wars 


Cory Herndon stars with 
TV's Tony Danza in the 
new must-see NBC sitcom 
Who's the Bossk? (from 
the award-winning creators 
of Vader Knows Best and 
Leave It to Boba). 
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et’s get this out of the way: It’s too ba 
Decipher’s designers didn’t catch those 
Operatives. 

Like the release of Lucas’s revamped tri- 
logy, the release of the first double-sized Star 
Wars CCG expansion, Special 
Edition, comes loaded with super 
CGI saurian creatures, clanking new droids, 
pretty explosions (with requisite shockwaves), 
and controversy. Many diehard Star Wars fans 
took exception to Papa George tinkering with his 
classic, claiming the Special Edition wasn’t the 
same film. Star Wars CCG players are equally 
annoyed with the Operative cards from the 
Special Edition set [see “Forcing the Issue,” p. 75]. 
‘Twenty to thirty of these power 1/ability 1 aliens, 
combined with a couple of the new objective 
cards (Local Uprising and Imperial Occupation), 
set up a brutal Force drain from turn one that’s 
nearly impossible to stop. These cards scream for 
errata, and by the time this sees print, they hope- 
fully will have received some. 


Objective Approach 

That (large) oversight aside, the rest of Special 
Edition certainly lives up to its name. The 
designers have come up with a clever way to fos- 
ter decks that follow crucial elements of the film’s 
story with the objective cards. Like the cards of 
the same name in Star Trek, objectives set condi- 
tions that you meet to receive a reward—but the 
similarity ends there. 

Star Wars objectives deploy at the beginning 
of the game, replacing your starting location— 
fortunately, they all provide starting locations 
and usually an easy way to deploy more. When 
the conditions on one side are met, the purple 
card flips, providing Force drain benefits, destiny 
bonuses, deployment cost modifiers, and other 
sweet benefits. In many cases, these cards vali- 
date deck archetypes and scenarios that previous- 
ly seemed just out of reach. Dantooine 
Operations (Light) and Ralltiir Operations 
(Dark), for example, give Trooper decks a 
tremendous boost. Carbon Chamber Testing 
jumpstarts Dark carbon freezing, while Mind 


Keep on Tusken with a Blue-Plate Special Edition 


like the Light side’s Rescue The Princess and 
Dark’s Hunt Down And Destroy The Jedi. 
Espionage and intrigue fans will want to look at 


Light’s Hidden Base and Dark’s ISB Operations. 


Sith Lords and Crazy Hermits 

New versions of several mains (with a few 
notable exceptions like Luke and Lando) popu- 
late the Special Edition. The two that will turn 
the most heads are old warhorses Darth Vader, 
Dark Lord Of The Sith and Ben Kenobi. Unlike 
the still-in-hiding version of his former mentor 
(who can only deploy to Tatooine), the new 
Vader deploys anywhere and comes with a built- 
in “choke” representative of his disciplinary 
actions in The Empire Strikes Back. Kenobi, 
meanwhile, appropriately revives a lost comrade 
on Tatooine after a battle. 

The Light side finally gets what the Dark side 
has had since _4 New Hope's U-3PO: a character 
who deploys as an undercover spy, in the form of 
TK-422, a persona of Han wearing a little 
stormtrooper armor he picked up at the Death 
Star “Going Out of Business” sale. Unlike 
U-3PO, however, this spy can break his cover to 
become a potent addition to battles (and res- 
cues). This card is custom-made for Premiere’s 
Cell 2187 utinni effect in conjunction with 
Rescue The Princess. Speaking of which, the 
perfect version of Leia to use for that rescue 
would be Princess Organa, a power 3/ability 3 
rebel (in a scoop-necked ball gown, no less) who 
can easily access Reflection or Leia of Alderaan, 
and can even pilot in a pinch. 


Cyborgs and Fat Guys 
Aliens make up the bulk of SE characters, 
including a card taken from one of the most 
talked-about scenes in the Star Wars re-release: 
Jabba in all his CGI glory. The bad guys also 
have access to the cyborg powers of Dark Lobot, 
who's much meaner than his Light counterpart. 
Diminutive droid-selling desert denizens add 


a few more members to the tribe, boosting those crazy Jawa 
decks. Thedit and Uutkik appear for the forces of vertically 
challenged good, while Nebit and Iasa, The Traitor Of Jawa 
anyon represent very short evil. These utinni-riffic aliens can 
so drive around in a pair of new, named sandcrawlers. 

Dark musicians now rival the powerful jizz wailers of the 
Light side, thanks to characters like the lovely Sy Snootles (and 
her Special Edition backup singers, Lyn Me, Greeata, and 
Rystall). Get them into play quickly with the Weequay drum- 
mer Ak-rev, then boost their power and immunity to attrition 
with Umpass-stay, a Klatoonian spy. And don’t forget Dodo 
Bodonawieedo, the Rodian slitherhorn e an information 


( Star Wars CCG: Special Edition 


| Decipher, Inc. 
Norfolk, Virginia 


species appears as a f 
starter decks. This non-unique Wookie: is 
power 4/ability 1, but it makes Wookiee 
Strangle a used interrupt and is a crack shot 
with a Bowcaster. Other benevolent aliens of 
note include Joh Yowza, the big-mouthed 
Yuzzum singer who can “jam” on an oppo- 
nent’s just-drawn destiny by holding that 
card captive; Debnoli, a devastating blaster- 
slinger who turns the forfeit of hit targets to 
zero; and Melas, a frog-like Sarkan pilot, [Rai 9) 9-canl 
power 2/ability 4, who not only draws des- STAR @berc 
tiny alone, but also gains immunity to attri- [RZtSuy 

tion that increases depending on how many 
of your aliens stand with him. 


This Is STAR Wars, Right? 

We should see more action in space thanks to 
the refurbished Red and Gold Squadrons on 
the Light side and a number of powerful 
starfighters and destroyers on the Dark. 
When Lucas re-issued Star Wars, he added a grundle of new 
ships to the rebel forces attacking the Death Star, and 
Decipher represents them here as Reds 7-10 and Golds 3, 4, 
and 6. Each gets deployment benefits at a specific system and 
receives bonuses when piloted by its power 2/ability 2 match- 
ing pilot. Those crafty rebels can also surprise the bad guys 
with the Spira/—a Corellian corvette that deploys —3 as a 
react—and can blow those TIEs to the Outer Rim with the 
powerful, weapon-friendly B-wing Attack Fighter (another 
fixed starter-only card). 

The Empire counters these tactics with the mighty ships of 
Vader’s Death Squadron—the non-unique Death Squadron 
Star Destroyer (which deploys cheaply with Executor and is 
immune to attrition <4) and the Vengeance, which boosts TIEs 
in battle. TIEs like OS-72-1 In Obsidian 1 or OS-72-2 In 
Obsidian 2, which are powerful ships that benefit from cloud 
strategies and help card efficiency by combining pilot and ship 
on one card. Bossk In Hound’ Tooth might seem an odd choice 
for a two-in-one ship, but the mighty Trandoshan is really 
quite an effective counter to Captain Han in the Fa/con because 
he adds a battle destiny no matter what. Of course, he does 
look like he’s driving a big brown bus. 


Premise 


first. 


Format 


Game, 60-card 


Contact 
Decipher, Inc. 


All-new scenes! All-new rulebook 
and glossary! All-new card type! 
Playable starter decks! 
Unfortunately, Greedo still shoots 


324-card expansion set for the 
Star Wars Customizable Card 


starter decks (Light 


www.decipher.com 


Wakeelmui System? 

Perhaps the most game-shaking cards introduced in Special 
Edition are the generic sites. These locations can deploy to any 
system not prohibited by their card text and often have power- 
ful benefits. Forests, for instance, grant all characters on the 
deployer’s side immunity to attrition. For the first time, systems 
like Kashhyyyk, Corulag, Dantooine, and Ralltiir can have 
related sites, opening up whole new fields of battle. These sites 
are especially important when using Operatives (and remem- 
ber, we're hoping those have received errata by now), as the 
cove all Opera on systems pe cnout any named sites of 


planet that can take a , give your 
wer bonuses in the ee and 
rmy in the Swamp. 
‘ote include the Executor 
e named Coruscant sites 
for the Dark side; Vatooine: Jabba’s Palace, 
Death Star: Detention Block Corridor, and 
Yavin 4: Massassi Headquarters for the 
Light. Both sides receive a slew of new 
Tatooine and Cloud City sites. 

Several new systems begin to stretch the 
boundaries of the phrase “Star Wars canon.” 
Places mentioned in passing in Han Solo at 
Stars End are now real locations, such as the 
homeworld of the Bothans, 

Bothawui, the pasta-like 
Rendili, or the asteroid- 
heavy Roche system. One 
system that has been 
notably absent, the Imperial 
throneworld Coruscant, 
debuts in Light and Dark 
versions. The Light 
Coruscant joins Kessel and 
the Death Star as automatic 
— +3 drains for the rebels. Not 
rove 3 uatenen 4 feet ae really a system, Rendezvous 
© toms et Pebeepyenponae Point is a bona fide Light 
z See sea inne space location with an incred- 
st ible parsec number of 13! Two 
other systems, Dark Dagobah 
and Light Death Star, round 
out one-sided strategies. Dark Dagobah prevents Luke and 
company from deploying site after site to Yoda's planet, while the 
new Death Star ensures that the Light side will be able to pull 
off an Attack Run. 


aC © Sais ass 


i a ee gs 


Seeing Red 

Most of the effects and interrupts of Special Edition come in 
both Light and Dark versions. The Light “Celebration” and 
Dark “Occupation” effects allow you to retrieve Force or cause 
your opponent to lose Force for occupying battlegrounds. Other 
effects, like Sienar Fleet Systems or the Incom Corporation, 
represent the mega-industries of starship manufacturing and 
will be helpful in building “swarm” decks around specific ships. 
Another category of effect resembles the Bargaining Table/Den 
of Thieves from Jabba’ Palace. Rebel Fleet and Dreaded 
Imperial Starfleet allow you to block a Force drain by placing a 
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ship there from your hand. 
The ship can then be deployed 
directly from the effect— 
Entrench-ment (Light) and 
Strategic Reserves (Dark) do 
the same for non-unique 
rebels and imperials. Get all 
of the benefits of a Bacta Tank 
for your ships with Light’s 
Docking And Repair Facilities 
or Dark’s Return To Base. 

Many interrupts aim to 
return weapons to the game in 
a big way. Cards like Desperate 
Tactics, Direct Assault, On 
Target, Slight | Weapons 
Malfunction, and Stay Sharp! 
will force the Light side to 
consider dropping in a weapon 
or three, while similar inter- 
rupts (including Blast Points, 
Coordinated Attack, Flawless 
Marksmanship, Heavy Fire 
Zone, Jabba’s Through With 
You, and They're Coming In 
Too Fast!) do the same for the 
bad guys. Light “teamwork” 
decks will want to consider 
Heroes Of Yavin and Antilles 
Maneuver. The Dark side 
finally receives a direct counter 
to Mantellian Savrip in the 
form of Masterful Move, 
which can also pull holograms 
from the reserve deck. 


Good Blaster 
Or Saber) at Your Side 


arth Vader With Lightsaber 


yu nly ew the poe the dak SS 


Boha Fett With Blaster Rifle 


Notorious bounty hunter, “As you wish: 


Now Isn't That Special? 
The cards of Special Edition 
bring long-forgotten strate- 
gies like Attack Run and 
Commence Primary Ignition 
back to the fore while boost- 
ing long-neglected battle 
capabilities. The starter decks 
actually are playable for pur- 
poses of learning the game, 
although veterans won't get 
much out of them but the 
fixed cards. In addition, the 
heart of Star Wars—the 
story—makes a big comeback 
with the new _ objectives. 
Through it all, the designers 
maintain their customary 
sense of humor without let- 
ting it get too out of hand (as 
it did in Cloud City). Just 
remember, Womp Rats are 
about the size of an average 
thermal exhaust port. 


ilo 
Sure, smile, gue! a sk 
© spyargings going fo be fine, ust 2 
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he release of Special Edition coincides with 
that of the Enhanced Premiere Packs. These 
feature four Unlimited Premiere boosters 
together with a powerful main character that 
comes packing his or her personal weapon. The 
new mains make smashing additions to any 


SW:CCG deck. 


Darth Vader With Lightsaber 

The Man remains the Man—power 6/ability 6, 
adds 3 to whatever he pilots, still lets Tarkin 
cancel a destiny, and—like all of the EPP char- 
acters—comes packing major heat. No immuni- 
ty to attrition, so play him in multiple (three 
Vaders come in each EPP display box). The 
choice for Epic Duel and Hunt Down And 
Destroy The Jedi. 


Luke With Lightsaber 


Ladies and Jawas, I present the first appearance 
of Luke’s pigsticker! Coming three per display, 
the twinkle of Anakin’s eye boasts power 5/abil- 
ity 5 and, mercifully, 20 deployment restrictions. ° 
His saber makes targets forfeit zero, but doesn’t 
add to a Force drain (in fact, none of these EPP 
sabers do). Other than that, he’s “taken care of 
everything.” 


Obi-Wan With Lightsaber 
Your basic card-carrying Jedi Knight, power 
5/ability 6, with his familiar blue light blade. 
Like his EPP comrades, he has no immunity to 
attrition. Two per display box. 


Boba Fett With Blaster Rifle 
Now we're talking! This version of the notorious 
bounty hunter adds a battle destiny with Han or 
Jabba, comes two to each display, and of course 
packs his forfeit=0 weapon. Strangely, he can’t 
use his jet pack, but the added destiny defi- 
nitely makes up for it. 


Han With Heavy Blaster Pistol 

This Han simply rocks. He’s got the power and 
ability of Captain Han without the deployment 
restrictions, and when he’s in battle with either 
Luke or Chewie he adds a battle destiny! 
Combined with the right “teamwork” cards, you 
can set up a game-busting destiny draw with 
only a few characters. 


Leia With Blaster Rifle 


The Princess is the other side of the teamwork 
coin, adding one destiny when with Han. As if 
that’s not enough, she’s got ability 4, so she can 
pack her dad’s saber along with her powerful 
blaster rifle. EPP Leia + EPP Han + EPP Luke 
+ Chewbacca + Don’t Get Cocky + Life Debt + 
Protector. ..well, you get the idea. Like Han, she 
comes only one per display, so treasure her. 


Magic: The Gathering® 


Junior Super Series 


Get ready for the Junior 
Super Series, and you could 
earn some serious dough 5 
just for playing the game For all the details call 
you love. (800) 324-6496 or hit 


www.wizards.com/JSS 


$250,000 _ 


Play in the 
Western Division Championship 
February 27-28, 1999 


Hotel Queen Mary Joy ¢ fini ; a An A 
p 8 finishers in each group win airfare and lodging 
Long Beach, CA fo, two at the $250,000 1999 Super Series 
Championship in Florida. 


oo 
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ess ROQUe Rage 
by Cory Herndon 


Lucasarts Rogue Squadron 3D Starts Its Attack Run 


‘Tm not such a bad pilot myself, you know.” —Luke Skywalker 


uke Skywalker! You've just blown up the POV), but you'll want to stick with the 
most fearsome, awe-inspiring weapon in default setting—the “behind-the-ship-shot” 
the galaxy! What are you going to do now? —as it gives you the clearest view of the bat- 
Rest assured, you will not be going tlefield. You definitely don’t want to take a 
to Disneyland. chance on running into a mountain range 
The Empire hasn't forgotten what you did because it was behind your dashboard. 
to their brand-new Death Star. They're hot on Unlike Lucasarts’ sims, a joystick isn’t required 
your tail, and youd better get some protection for Rogue, although that or a good gamepad is 
fast. So you and fellow Death Star veteran definitely in order for proper control. Your 
Wedge Antilles gather the 12 best pilots in snowspeeder harpoon is the only exception—it’s 
the Rebellion. This dirty dozen will make up much easier to fly circles around that AT-AT 
Rogue Squadron, the best of the best. when you can stay level to the ground. 
Lucasarts’ Rogue Squadron 3D (and its 
Nintendo 64 counterpart, which loses the Rogue Rewards 
“3D”) takes the best level of Shadows of the Rogue Squadron is loaded with nifty treats 
Empire—the Battle of Hoth—-and uses it as a after you complete the game with gold-medal 
model for these new adventures of Luke and status. Can't wait until X-Wing Alliance to fly 
Wedge. Missions take place on many different the Millennium Falcon? It’s right here. And 
worlds, including some never seen before (like just so you don't have to wait for Black 
Admiral Ackbar’s homeworld, Mon Calamari) Squadron 3D, there’s a captured TIE 
and others quite familiar (including a fierce Interceptor to take for a spin as well! As a 
battle over Mos Eisley on Tatooine). You bonus, you'll also get to try your hand at the 
wont have to rely exclusively on your trusty famous Death Star attack run and a revamped 
X-wing, either—rather, some missions will Battle of Hoth sequence. 
assign you an A-wing, a snowspeeder, a sturdy A few things might stick in a die-hard sim- 
Y-wing, or even an experimental V-wing. player’s craw. The game doesn’t use an incredi- 
bly accurate flight model, so you can slow 
A Rogue by Any Other Name waaaaay down at nearly ground level to attack, 
Lucasarts has built a fine reputation for space say, a stormtrooper. Control freaks won't like 
combat titles like X-Wing and TIE Fighter, the simplicity of the combat, since you can't 
but this is definitely zof a space sim. It has toggle your shields, drop chaff to block mis- 
much more in common with the old vector- siles, or get a rear view. All you have is radar. 
graphics Star Wars arcade game. The graphics Your wingmen are atrocious shots, especially 
are a touch blocky, but this allows for a faster considering they're the best that the rebels 
frame rate. Similarly, the sound effects and have to offer. You'll clean up most everything 
explosions definitely have a “console feel.” yourself. Unfortunately, a multiplayer option 
This game wears its origins on its S-foils, but wasn't included, which no doubt would have 
that doesn’t keep it from being dangerously been a blast (assuming it didn’t slow down the 
addictive. Although events always play out the frame rate too much). 


same way, there are varying levels of recogni- 


tion when you complete a mission—from no King of the Rogue 


medals all the way up to gold medal, depend- That said, P’'ve been playing Rogue Squadron 
ing on your performance—that will bring you incessantly for a month, and have no plans of 
back time and again to improve your skills. stopping. Suddenly, I’m 13 years old, pumping 
No, you won't be interrupting a frantic dog- quarter after quarter into a well-worn arcade 
fight to search for the proper wingman keys, game. What this game loses in complexity, it 
but by the same token youd better get used to makes up for in sheer fun play value. So go 
Cory Herndon used to flying over the ground, because it’s always ahead, begin visual scanning. You take care of 
bullseye mailboxes in his going to be there. Rogue Squadron 3D fea- those fighters, Pll worry about the tower. And 
Chevy back home. tures several viewpoints (including a cockpit stay on target. 
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The Koger’s 


perational 


Maps: Adequaze. Vhe battlefield is deniyas 
with all the artistic a of a 7 road 
map. It'll do. 

Units: Bland. The unit icons are shen stright 
from the ol’ cardboar ct 


and the result of ad battle i in the game. It’s 
a shame there's no way to really figure out 
what, exactly, is most important where and 
when. 

Realism: Hearty. Every little detail is tracked 
by the computer on a level that only the 
most anal-retentive gamer could follow in a 


board game. 

Bugs: Some. In a game this complicated, the 
bugs are rather subtle—not everyone real- 
izes that 50 Shermans are unlikely to anni- 
hilate 30 fo in an open. - oo all. 


those late, lamented game companies SPI or Avalon 
ded you had the time and dedication. Luckily, we've 
etails of your typical complicated wargame. 


irtot cnn 


- ore wargames, your best bet by far is TOAW-—heck, it’s your only bet, ‘cause there's 
People’s General is a safe choice; it might not be the strongest “General” game, but 
nd even RPGers will get a kick out of increasing the “levels” of their armies, and 


Maps: Gorgeous. An aerial view of the battle- 
field is artistically rendered in beautiful 
detail. Sometimes the scale is a bit 
screwy—for example, skyscrapers the size 
of trees—but it’s fun to scroll around the 
battlefield just to look at things. 

Units: Pretty. SSI really takes advantage of 
the graphic capability of the computer, 
making it possible to tell the strength and 
type of unit at a glance even if youre not a 
military officer. If you want to know 
movement ability, you still must click on 
each unit separately. 

Manual: Good. The manual tells you every- 
thing you need to know that you can't get 
just from playing the game. The only 
weakness is there’s no complete listing of 
all the units, but this allows for the pleas- 
ure of learning about surprise, high-tech 
units later in the game. 

Complexity: Simple. It’s point-and-click 
combat, folks. You'll get precise combat 
estimates before each fight, so a cautious 
general wont get surprised often. Brain 
cells are strictly optional for battle, but you 
will need to organize your attacks to get 
the all-important “Brilliant Victory” in the 
handful of turns allotted. 

Realism: None. Units don’t combine in 
attacks, they politely take turns, making 
strong units tough to beat without a bit of 
thought. The emphasis in this game is fun, 
and by keeping combat simple, a player 
gets to concentrate on blowing things up. 

Bugs: Few. Bugs are much easier to spot in 
this game, as entire tank brigades can van- 
ish without a trace. Luckily, the foibles can 
be worked around, and going back to a 

saved game usually solves the problem. 


Rick Moscatello cheats at 
Risk, although be respects 
the awesome power of the 
mighty Ukraine. 
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Internati 
jonal Arena League may use an alternative format. 


ORGANIZATION 


The Duelist Oracle is divided by color and 
alphabetized within each color. We pre- 
served the summon type of the card 
because this is important for many cards. 
The expansion(s) the card has appeared 
in is listed after each card, and a card 
type and expansion key is on the bottom 
of every page. Finally, some cards have 
italicized text following the card text, 
which is the associated Oracle ruling or 
clarification for that card. 

Reminder text appears on many cards 
to cover game mechanics specific to that 
card. This glossary covers all the 
reminder text on the cards within The 
Duelist Oracle. Creature abilities covered 
under the basic rules, such as flying or 
trample, are not listed here. 


Buyback x 

You may pay an additional & when you 
play this spell. If you do, put it into your 
hand instead of your graveyard as part of 
the spell’s effect. 

Buyback—ACTION 

You may DO ACTION in addition to any 
other costs when you play this spell. If 
you do, put SPELL into your hand instead 
of your graveyard as part of the spell’s 
effect. 


ACTION covers any action that is not a simple 
payment of mana, such as sacrificing a land 
or choosing and discarding cards. SPELL is 
the card with the buyback mechanism. 


Cycling x 

You may pay & and discard this card 
from your hand to draw a card. Play this 
ability as an instant. 

Echo 

During your next upkeep after this per- 
manent comes under your control, pay its 
casting cost or sacrifice it. 

Landwalk 

If defending player controls any LAND- 
TYPE, this creature is unblockable. 
Landhome 

If defending player controls no LAND- 
TYPE, this creature cannot attack. If you 
control no LANDTYPE, bury this creature. 


LANDTYPE covers types of lands, such as 
island for Islandhome, or Snow-Covered 
Forest for Snow-Covered Foresthome. 


Shadow 
This creature can block or be blocked by 
only creatures with shadow. 


The Duelist, Azim: % 


We sure love hunting down bits of information for our factoids. Even though we have the inside 
track on a lot of what goes on around here, we could still use your help. “Mirror Universe?” as one of 
our favorite factoids, and wed like to share the fun with you readers. 


With more than 2000 Magic cards in existence, theres a ton of artwork that may look an awful lot 
like someone famous, or even someone you know. With that in mind, The Duelist editors will select 


one “Mirror Universe?” submitted by one of our readers every month. Feel free to submit a photo- 


graph or clipping depicting any suspicious-looking similarities along with your idea (no Polaroids). 


Besides having his or her name mentioned in the magazine, that reader will also receive a nifty, 


oversized Mirror Universe card as a thank-you. 


Send your “Mirror Universe? * suggestions to: 


Title 


| ARTIFACTS | 


Aladdin's Ring Art 8 
8, ©: Aladdin's Ring deals 4 damage to target crea- 
ture or player. 5E 
Altar of Dementia Art 2 
Sacrifice a creature: Target player puts a number of 
cards equal to that creature’s power from the top of his 
or her library into his or her graveyard. TE 
Amulet of Kroog Art 2 
2, &: Prevent 1 damage to any creature or player. s 
E 


Ankh of Mishra Art 
Whenever a land comes into play, Ankh of Mishra deals 
2 damage to that land’s controller. 5E 


Type P/T Cost 


Ashnod’s Altar Art 3 
Sacrifice a creature: Add two colorless mana to your 

mana pool. Play this ability as a mana source. 5E 
Ashnod’s Transmogrant Art 1 


®, Sacrifice Ashnod’s Transmogrant: Put a +1/+1 
counter on target nonartifact creature. That creature 
becomes an artifact creature permanently. 


Barbed Sextant Art I 
1, ©, Sacrifice Barbed Sextant: Add one mana of any 
color to your mana pool. Play this ability as a mana 

source. Draw a card at the beginning of the next ar 


Barl’s Cage Art 4 
3°: Target a does not untap during its con- 
troller’s next untap phase. 5 


Barrin’s Codex Art 4 
During your upkeep, you may put a page counter on 
Barrin's Codex. 4, ©, Sacrifice Barrin's Codex: Draw 
X cards, where X is the number of page counters on 
Barrin’s Codex. US 
Battering Ram AC 1 2 
Banding when attacking, If Battering Ram is blocked by 
any Wall, destroy that Wall at end of combat. /his abil/- 
ty triggers when a block is established, though it isn’t played 
until end of combat. SE 


Boob Trap 6 
When Booby Trap comes into in name a card other 
than a basic land. Whenever target opponent draws any 
cards, he or she reveals those cards to all players. If 
any of those cards is the named card, sacrifice Booby 


Trap and it deals 10 damage to that player. TE 
Bottle Gnomes AC 1/3 3 
Sacrifice Bottle Gnomes: Gain 3 life. TE 


Bottle of Suleiman Art 4 
1, Sacrifice Bottle of Suleiman: Flip a coin. If you lose 
the flip, Bottle of Suleiman deals 5 damage to you. 
Otherwise, put a Djinn token into play. Treat this token 
as a 5/5 artifact creature with flying. 
— Art 4 
ullwhip deals 1 damage to target creature. 
That creature attacks this turn if able. SH 


Mirror Universe?’, 


; Title 


Type P/T Cost 


Cathodion AC 3/3 3 
When Cathodion is put into a graveyard from play, add 
three colorless mana to your mana pool. US 


Chimeric Staff Art 4 
&: Chimeric Staff is an artifact creature with power 
and toughness each equal to X until end of turn. fe 


Citanul Flute Art 

&, &: Search your library for a creature card with fia 
casting cost no greater than X. Reveal that card and put it 
into your hand. Shuffle your library afterward. Ss 


Claws of Gix Art 

1, Sacrifice a permanent: Gain 1 life. US 
Blay Statue AC 3/1 4 
2-: Regenerate Clay Statue. 5E 


Clockwork Beast AC 0/4 6 
When Clockwork Beast comes into play, put seven 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Beast attacked or blocked, remove one 
of these counters. X, @: Put X +1/+0 counters on 
Clockwork Beast. You may have no more than seven of 
these counters on Clockwork Beast. Use this ability only 
during your upkeep. * The creature loses a counter at the 
end of combat even if it was removed from combat for 
some reason or didn't deal combat damage. If it some- 
how attacks and blocks in the same combat, it loses 
only one counter. 5E 
Clockwork Steed AC 0/3 4 
Clockwork Steed cannot be blocked by artifact crea- 
tures. When Clockwork Steed comes into play, put four 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Steed attacked or blocked, remove 
one of these counters. X, : Put X +1/+0 counters 
on Clockwork Steed. You may have no more than four 
of these counters on Clockwork Steed. Use this ability 
only during your upkeep. «See Clockwork Beast for 
related rulings. 5E 
Coat of Arms Art 5 
Each creature gets +1/+1 for each other creature in play 
of the same creature type. (For example, if there are three 
Goblins in play, each of them gets +2/+2,) 


Coiled Tinviper AC 2 3 
First strike. TE 
Cold Storage Art 


4 
3: Remove target creature you control from the game. 
Sacrifice Cold Storage: Put into play under its owner's 
control each creature removed from the game with Cold 
Storage. TE 
Colossus of Sardia AC 9/9 9 
Trample. Colossus of Sardia does not untap during your 
untap phase. 9: Untap Colossus of Sardia. Use this 
ability only during your upkeep. 
pl Gnomes Ac 2 

acrifice Copper Gnomes: Choose an artifact card 

in your hand and put that artifact into play. 
Coral Helm Art 3 
3,, Discard a card at random: Target creature gets 
+2/+2 until end of turn. 5 


iTitle 


PO. Box 707, Renton, WA 98057-0707. 


Type P/T Cost 


Crown of the Age: 2 
4, ©: Move target net ake from one crea- 
ture to another. ¢Crown of the Ages isn't limited to 
moving creature enchantments, but moves enchant- 
ments from one creature to 


Crystal Chimes 
3, ©, Sacrifice Crystal Chimes: An all enchant- 
ment cards from your graveyard to your hand. US 


Crystal Red Art e 
i: Mein 1 life. Use this ability only when a blue spell is 
successfully cast and only once for each such spell. 5E 
Cursed Scroll Art i 
3, ©: Name a card. An opponent chooses a card at 

random from your hand. If he or she chooses the 
named card, Cursed Scroll deals 2 damage to target 
creature or player. Cursed Scroll’s ability requires you 
to reveal the card your opponent chooses to all players. 
* Selecting “an opponent” is not a targeted effect, but 
must be done when the spell is cast or the ability i is 
played, as appropriate. Effects that prevent or redirect 
spells or abilities targeting a player cannot affect which 
opponent is selected. TE 
Dancing Scimitar AC 1/5 4 
Flying. 5E 
Diabolic Machine AC 4/4 e 
3:: Regenerate Diabolic Machine. 5E 


Dingus Eg Art 4 
Whenever a land is put into any graveyard from play, 
Dingus Egg deals 2 damage to that land's controller. «if 
more than one /and is put into the graveyard at the 
same time, play the ability once for each land. To pre- 
vent all of the damage with CoP: Artifacts, pay 2 for 
each land that was put into the graveyard. * This ability 
will trigger even if Dingus Egg is put into the read 
at the same time as the lands). 
Disrupting Scepter = Art - 
3), ©: Target player chooses and discards a card. Use 
this ability only during your turn. 5E 


hy Blood Art 3 
Put a +1/+1 counter on target creature. US 
Grapon Engine AC 1/3 3 

ragon Engine gets +1/+0 until end of tum, SE 
Echo Chamber Art 4 


4, ©: Target opponent chooses target creature or 
creature token he or she controls. Put a token creature 
into play and treat it as a copy of that card or token. 
The token creature is unaffected by summoning sick- 
ness this turn. At end of turn, remove the token crea- 
ture from the game. Play this ability as a sorcery. *See 
Cursed Scroll for related rulings. T 
Elkin Battle Art 

3, ©: Remove the top card of your library from the 
game, face up. You may play that card as though it 
were in your hand. At the beginning of your next turn, 
put into your graveyard the card removed from the 
game with Elkin Bottle if you have not played it. This 
ability is not a draw effect. Effects that trigger when a 
card is drawn will ignore the use of Elkin Bottle’s ability. 
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Title Type P/T Cost i 
The card that’s removed from play is removed at the 
beginning of the appropriate turn. The card is maintained 
by the Bottle’s effect, not by the Bottle itself, so removing 
the Bottle from play doesn’t cause the card to be put into 
your graveyard, nor does it save a card that isn’t played 
in time, eThe card isn't part of your hand in any sense. It 
doesn’t count towards your hand size, can’t be discarded, 
and so on, SE 

2 


Medallion — art 
Your green spells cost ‘1° less to play. TE 


i Tome Art 4a 
5, ©: Draw two cards, then choose and discard a 
card, TE 
Endoskeleton Art 2 
You may choose not to untap Endoskeleton during your 
untap phase. 2, ©: Target creature gets +0/+3 as 
long as Endoskeleton remains tapped. US 


if AC 2/2 4 
2, @: Put a +1/+1 counter on Energizer. be 
Ensnaring Bridge Art 


Each creature with power greater than the number Pe 
cards in your hand cannot attack. SH 


Erratic Porta rt 4 
1,@: Return target creature to owner $ hand unless 
its controller pays ‘1. EX 


Essence Bottle Art 

3), ©: Put an elixir counter on Essence Bottle. @, 
Remove all elixir counters from Essence Bottle: Gain 2 
life for each elixir counter removed in this way. TE 


Excavator Art 2 
®, Sacrifice a basic land: Target creature gains that 
landwalk ability until end of turn. TE 


Feldon’s Cane Art 1 
&, Remove Feldon’s Cane from the game: Shuffle your 
graveyard into your library. 5E 


Fellwar Stone Art 2 
®: Add to your mana pool one mana of any type that 
any opponent's lands can produce. Play this ability as a 
mana source. ¢Fellwar Stone can produce one mana of 
any type that any of your opponents’ lands can produce. 
/f your opponents control no lands, you can’t use Fellwar 
Stone. Any special restrictions on how mana of a given 
type may be spent will be copied faithfully by the Stone. 
For example, if your opponents’ only land is Mishra’s 
Workshop, the Stone produces colorless mana that can 
be spent only on the casting costs of artifact spells. elf a 
land produces more than one type of mana, you choose 
among all of those types. For example, an opposing City 
of Brass allows you to produce mana of any color, and 
Wizards’ School allows you produce colorless, white, 
blue, or black mana. 5 


Feroz’s Ban Art G 
Summon spells cost an additional 2° to play. 5E 
Flowstone Sculpture ac 4/4 6 


2, Choose and discard a card: Flowstone Sculpture 
gains flying, first strike, or trample permanently, or put a 
+1/+1 counter on Flowstone Sculpture. TE 


Fluctuator Art 2 
Cycling costs you up to 2 less to play. = 
Flying Carpet Art 


2, ©: Target creature gains flying until end of turn. tf 
that creature is put into any graveyard this turn, 
sacrafice Flying Carpet *Flying Carpet is sacrificed only 
if the target creature is put into any graveyard after the 
effect resolves, not if it was put there before the effect 
resolved. 5E 
Fool's Tome 4 
2, ©: Draw a card. Use this ably only if you have no 
cards in your hand. TE 


Fountain of Youth Art 0 
2, &: Gain 1 life. 5E 
Gauntlets of Chaos = art 5 


5, Sacrifice Gauntlets of Chaos: Permanently exchange 
control of target artifact, creature, or land you control 
for control of target permanent of the same type an 
opponent controls. Then destroy all enchantments on 
those permanents. eAi/ targets are chosen when the 
ability is played, and swapped when the effect resolves. 
Effects that exchange control of two permanents can't 
change the controller of just one of them. If this ability 
fizzles against either target or otherwise fails to change 
control of one of them, no exchange is made. 5E 


Glasses of Urea Art 1 
©: Look at target player’s hand. ~ 
Grafted Skullcap Art 

During your draw phase, draw an additional card. At the 
end of each of your turns, discard your hand. 


en Catapult Ac 23 4 
rapeshot Catapult deals 1 damage to target crea- 
ture with flying. 5E 


Grindstone Art 1 
3, ©: Put the top two cards of target player's library 
into that player's graveyard. If both cards share at least 
one color, repeat this process. 

Heartstone Art 3 
The cost of each creature ability requiring an activation 
cost is reduced by ‘1. This cannot reduce an ability’s 
total mana cost to less than 1. SI 
Helm of Chatzuk Art a 
4, ©: Target creature gains banding until end of gs 


CLE PLAYER'S GUIDE 


Title 
Helm af Art 4 


You may choose not to untap Helm of Possession during 
your untap phase. 2, ©, Sacrifice a creature: Gain 

control of target creature as long as you control Helm of 
Possession and Helm of op remains tapped. TE 


Hive, The 5 
5, &: Put a Wasp token into ie Treat this token as 
a 1/1 artifact creature with flying. 5E 


Hopping Automaton ac 2/2 3 
0: Hopping Automaton gets -1/-1 and gains flying until 
end of turn. US 
Horn of Greed Art 3 
Whenever any player plays a land, that player draws a 

card. SH 


Hornet Cannon Art 4 
3, ©: Put a Hornet token into play. Treat this token 
as a 1/1 artifact creature with flying that is unaffected 
A lala sickness. At end of turn, destroy the 
token. 


Howling Mine Art 2 
During each player's draw phase, that player draws an 
additional card. * This is a phase ability that’s played 
during the draw phase. Therefore, it's played as an 
instant and may be responded to with other instants.5E 
Infinite Hourglass Art 4 
During your upkeep, put a time counter on Infinite 
Hourglass. All creatures get +X/+0, where X is equal to 
the number of time counters on Infinite Hourglass. Any 
player may pay 3 during any upkeep to remove a time 
counter from Infinite Hourglass. ¢The ability to remove a 
counter is a phase effect. Therefore, each player can 
remove only one counter each upkeep. = 
fron Star Art 

1: Gain 1 life. Use this ability only when a red spell i is 
successfully cast and only once for each such spell. 5E 
ary ou Art 1 
1: Gain 1 life. Use this ability only when a white spell is 
successfully cast and only once for each such spell. 5E 
dade Monolith Art 4 


1: Redirect all damage from any creature to yourself. 


Type P/T 


(Treat further damage from that source normally.) * 
datum Tome Art 

2, : Draw a card, then choose and discard a card. ad 
Jandor's Saddlebags ant 
3, ©: Untap target creature. SE 
Jayemdae Tome Art 4 
4, ©: Draw a card. 
dJester’s Cap 


2, ?, Sacrifice Jester’s Cap: Search through A 


player’s library for any three cards and remove them 

from the game. Shuffle that library afterwards. 5E 
det Medallion Art 2 
Your black spells cost 4. less to play. TE 


dinxed Idol Art 2 
During your upkeep, Jinxed Idol deals 2 damage to you. 
Sacrifice a creature: Target opponent gains control of 
Jinxed Idol. 


dinxed Ring Art 2 
Whenever any Wart is put into your graveyard from play, 
Jinxed Ring deals 1 damage to you. Sacrifice a crea- 

ture: Target opponent gains control of Jinxed Ring per- 
manently. SH 


doven’s Tools Art 6 
4, : Target creature cannot be blocked this turn 
except by Walls. 5E 


Karn, Silver Golem Legendary AC 4/4 5 
Whenever Karn, Silver Golem blocks or becomes 
blocked, it gets -4/+4 until end of turn. 1: Target non- 
creature artifact is an artifact creature with power and 
toughness each equal to its casting cost until end of 
turn. *That artifact retains its abilities. UZ 


Library of Len: Art 1 
Skip id discard phase. Whenever you are forced to 
discard a card, you may put that card to the top of your 
library. Spells and abilities that require you to discard 
during their resolution are considered to force the dis- 
card, even if you choose to play the spell or ability. For 
example, using Sindbad or Wheel of Fortune is consid- 
ered a forced discard. «Spells and abilities that require 
you to discard as part of the cost of playing them don't 
force you to discard. This includes Land's Edge, 
Stormbind, and so on. *Remember that if a “do A or do 
B” ability calls for a discard, choosing to discard is 
treated as paying a cost and so isn’t forced. For exam- 
ple, discarding a card when Balduvian Horde comes into 
play is a choice, not a forced discard. eCards that are 
discarded are put into your graveyard, then on top of 
your library as a triggered ability. This interacts normally 
with other triggered abilities. It also means that your 
opponent will see the cards that you put on top of your 
library. *You can’t skip a phase that has already begun. 
If Library of Leng is tapped when your discard phase 
begins and becomes untapped during the discard phase, 
you don’t end the phase prematurely. E 
Lifeline Art 5 
Whenever a creature is put into a graveyard and a crea- 
ture is in play, return that creature from your graveyard 
to play at the end of turn. «lf a card was a creature 
when it was put into its owner's graveyard, it is returned 
by Lifeline’s effect, regardless of whether the card is a 
creature card. For example, if a “sleeping” enchantment 
has become a creature and is then destroyed while 


AC - Artifact Creature 
Art - Artifact 


Cost } 


Title Type P/T 
another creature is in play, Lifeline will put the enchant- 
ment back into play, but that enchantment will he 
“asleep” again. elf more than one creature and Lifeline 
are all in play, and the creatures all go to their owners’ 
graveyards at the same time (because of Wrath of God, 
for instance), Lifeline’s effect will put all of them back 
into play at end of turn. US 


Lotus Blossom Art 

During your upkeep, you may put a petal counter on 
Lotus Blossom. , Sacrifice Lotus Blossom: Add X 
mana of one color to your mana pool, where X is the 
number of petal counters on Lotus Blossom. Play this 
ability as a mana source. U 


Lotus Petal Art 0 
®, Sacrifice Lotus Petal: Add one mana of any color to 
your mana pool, Play this ability as a mana source. TE 


Magnetic Web Art 2 
Each creature with any magnet counters on it attacks, if 
able, if any other creatures with magnet counters on 
them that the attacking player controls attack. If any 
creature with any magnet counters on it attacks, all 
creatures with magnet counters on them that the 
defending player controls block that creature if able. 1, 
«S: Put a magnet counter on target creature. 4 


Mana Vault Art 

Mana Vault does not untap during your untap phase. ht 
the end of your upkeep, if Mana Vault is tapped, it deals 
1 damage to you. 4: Untap Mana Vault at end of 
upkeep. Use this ability only during your upkeep. «>: Add 
three colorless mana to your mana pool. Play this ability 
as a mana source. *Mana Vault's end-of-upkeep ability 
and its ability to untap itself implicitly break the rule that 
prevents artifact abilities from being played while the arti- 
fact is tapped. ¢The ability to damage you is played at 
end of upkeep. If Mana Vault is tapped when you play its 
end-of-upkeep ability, the effect deals 1 damage to you; 
whether it's untapped at any other time is unimportant. 
Note that you can pay to untap Mana Vault, take the 
damage, and then jet it untap, if you have some reason 
for lowering your life total. *Contrary to past errata, the 
mana produced by Mana Vault may be used to untap 
Basalt Monoliths and Mana Vaults, and vice versa. 5E 


Manakin AC 1 2 
: Add one colorless mana to your mana pool. Pry ius 
ability as a mana source. 


Medicine Bag Art 

1,, Choose a discard a card: Regenerate an 
creature, EX 
Meekstone Art 1 
Creatures with power 3 or greater do not untap during 
their controllers’ untap phases. 5E 


Memory Crystal Art 3 
All buyback costs are reduced by 2. EX 
Metallic Sliver AC 1 1 
Metallic Sliver counts as a Sliver. TE 
Metregnome Art 4 


When a vel or ability one of your opponents controls 
causes you to discard Metrognome, put four Gnome 
tokens into play. Treat these tokens as 1/1 artifact crea- 
tures. 4, ©: Put a Gnome token into play. Treat this 
token as a 1/1 artifact creature. US 


Millstone Art 2 
2, ©: Put the top two cards of target player's library 
into his or her graveyard. Mote that this effect doesn't 
cause the cards to he discarded; it simply moves them 
into the player's graveyard. ¢This effect doesn’t cause 
the cards to be drawn, either. Emptying a player's 
library with it isn’t sufficient to cause the player to lose; 
the player won't lose until he or she has to draw a card 
and can’t. «(When more than one card is put into a play- 
er’s graveyard at once, that player chooses the order of 
those cards, 


Mindless Automaton Ac 0/0 4 
Mindless Automaton comes into play with two +1/+1 
counters on it. 1, Choose and discard a card: Put a 
+1/+1 counter on Mindless Automaton. Remove two 
+1/+1 counters from Mindless Automaton: Draw a i 


Mishra’s Helix Art 5 
X, @: Tap X lands. US 
Mobile Fort AC 0/6 4 


Mobile Fort counts as a Wall. 3: Mobile Fort gets +3/- 
1 until end of turn and can attack this turn as though it 
were not a Wall. Play this ability only once each tun.US 


Mogg Cannon Art a 
farget creature you control gets +1/+0 and gains 
flying until end of turn. At end of turn, destroy that 

creature. T 


Mox Diamond Art 0 
When Mox Diamond comes into play, choose and dis- 
card a land card or sacrifice Mox Diamond. @: Add one 
mana of any color to your mana pool. Play this ability as 
a mana source. SH 
Nevinyrral's Disk Art 4 
Nevinyrral’s Disk comes into play tapped. 1, @: 
Destroy all artifacts, creatures, and enchantments. 
Because all artifacts, creatures, and enchantments are 
destroyed at the same time, enchantments on creatures 
may be used to regenerate them. 5E 
Noetic Scales Art 4 
During each player's upkeep, return to owner’s hand 
each creature that player controls with power greater 
than the number of cards in his or her hand. US 


MS - Mana Source 
Su - Summon 


Cost : 


Ench - Enchantment 
Inst - Instant 


Title Cost 


Null Brooch Art 4 
2:,®, Discard your hand: Counter target noncreature 
spell. Play this ability as an interrupt. EX 
Ghelisk of Undoing = Art 1 
6, &: Retum target raed you control and own 
to your hand. his ability can target tokens, because they're 
owned by whomever controlled the effect that ‘generated them. 
Remember that a token would leave the game permanently after 
being put into your hand. 5E 


Type P/T 


Ornithopter AC 0/2 0 
Flying. 5E 
Patchwork Gnomes = AC 2/1 3 


Choose and discard a card: Regenerate Patchwork 
Gnomes. 


Pearl Medallion Art 2 
Your white spells cost ‘1: less to play. TE 
Penta of the Ages art 4 


revent all damage to you from one source. 
a a further damage from that source normally.) «This 
ability prevents only the damage being dealt during the 
current damage-prevention step, not damage dealt earli- 
er or later. 5E 


Phyrexian Colossus AC 8/8 tu 
Phyrexian Colossus does not untap during your untap 
phase. Pay 8 life: Untap Phyrexian Colossus. Phyrexian 
Colossus cannot be blocked by fewer than three Lae 
tures, 


Phyrexian Grimoire Art a 
&: An opponent chooses a card from the top two cards 
in your graveyard. Remove that card from the game and 
put the other into your hand. *See Cursed Scroll for 
related rulings. 
Phyrexian Hulk AC 5/4 8 
Phyrexian Processor — Art 4 
When Phyrexian Processor comes into play, pay any 
amount of life. 4, ©: Put a Minion token into play. 
Treat this token as a black creature with power and 
toughness each equal to the amount of life paid at the 
time Phyrexian Processor came into play. 

Phyrexian Splicer Art 2 
2, ©: Choose flying, first strike, trample, or shadow. 
Target creature with that ability loses it until end of 

@ wm. Another target creature gains that ability until an 
of turn. 

Pit Tra Art 3 
2, ©, Sacrifice Pit Trap: Destroy target attacking crea- 
ture without flying. That creature cannot be regenerated 
this turn. US 
Portcullis Art 4 
Whenever any creature comes into play, if there are two 
or more other creatures in play, set that creature aside. 
If Portcullis leaves play, put the creature into play under 
its owner's control. SH 
Primal Clay Me 4 
When you oa Primal Clay, choose one-Primal Clay is a 
2/2 artifact creature with flying; or Primal Clay is a 3/3 
artifact creature; or Primal Clay is a 1/6 artifact crea- 
ture that counts as a Wall. Cards that copy Primal Clay 
are stuck with whichever form was chosen for the origi- 
nal Primal Clay. 5E 


one Strings Art 3 
Tap or untap target see TE 
Purging Scythe 


5 
During your upkeep, Purging ciate deals 2 damage to 
the creature with the lowest toughness. If two or more 
creatures are tied for the lowest toughness, you decide to 
which creature Purging Scythe deals damage. US 
Rod of Ruin Art 4 
3, &: Rod of Ruin deals 1 damage to target creature 
or player. 5E 


Ruby Medallion Art 2 
Your red spells cost 1 less to play. TE 
Sapphire Medallion = Art 2 
Your blue spells cost ‘1° less to play. TE 


Scalding Tongs Art 2 
During your upkeep, if you have three or fewer cards in 
your hand, Scalding Tongs deals 1 damage to target 
opponent. T 
Scroll Rack Art Q 
1, ©: Choose any number of cards in your hand and 
remove them from the game. Put an equal number of 
cards from the top of your library into your hand. Then 
put the cards removed from the game with Scroll Rack 
on top of your library in any order. T 
Serpent Generator Art 6 
4, &: Put a Poison Snake token into play. Treat this 
token as a 1/1 artifact creature. If any Poison Snake 
damages any player, he or she gets a poison counter. If 
any player has ten or more poison counters, he or she 
loses the game. 5E 
Shapeshifter AC */1-* 6 
Shapeshifter has total power and toughness of 7, divided 
any way you choose, though neither can be more than 
7. When you play Shapeshifter, choose its power and 
toughness. During your upkeep, choose Shapeshifter’s 
power and toughness. *Setting Shapeshifter’s power and 
toughness is an upkeep ability, so it can be played only 
once each turn. Note that you're changing only its base 
power and toughness; existing modifiers are applied to 
the new power and toughness normally. 5E 


Sor - Sorcery 
SC - Summon Creature 


Origins’99 is only 
a registration 
form away. 


Make your plans now to attend Origins 99, the 25th 
Anniversary of the International Game Fair & Expo. 


July 1-4, 1999 
Columbus Convention Center 
Columbus, Ohio 


Special Preregistration Rates: 
4-Day Pass — $40 
1-Day Pass — $15 


To receive your registration packet, 
Call (800) 529-EXPO 
or register online at 


www.andonunlimited.com 
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Cos 


Shifting Wall AC 0/0 = 
Shifting Wall counts as a Wall. Shifting Wall comes into 
play with X +1/+1 counters on it. SH 


Skull Catapult Art 4 
4, ©, Sacrifice a creature: Skull Catapult deals 2 
shysh to target creature or player. 5E 


nape Art 2 
—— kyshaper: All creatures you control gain fying 
until end of turn. 


Smokestack Art “ 
During your upkeep, you may put a soot counter on 
Smokestack. During each player's upkeep, that player 
sacrifices a permanent for each soot counter on 
Smokestack. 


Soul Net Art 1 
1°: Gain 1 life. Use this ability only when a creature is 
put into any graveyard from play and only once for each 
such creature. © You can play triggered abilities even if 
the source has left play by the time you play the ability. 
Thus, an animated Soul Net can give you life for its own 
destruction. 5E 


Spellbook Art 0 
hp your discard phase. EX 
Sphere of Resistance Art 2 
All spells cost an additional > to play. EX 
Squee's Toy Art 1 
®: Prevent 1 damage to any creature. TE 
Static Orb 


Art 3 
Players cannot untap more than two permanents during 
their untap phase. TE 


Sword of the Chosen Lat 2 
®: Target legend gets +2/+2 until end of tum. SH 
Tawnos’s Weaponry — Art 2 
You may choose not to untap Tawnos’s Weaponry during 
your untap phase. 2, «: Target creature gets +1/+1 
as long as Tawnos's Weaponry remains tapped. 5E 
Telethopter AC 3/1 4 
Tap a ae you control: Telethopter gains flying until 
end of tu TE 
Tempo Aperture Art 

Shuffle your library and reveal the top card. 
Until end of tum, as long as that card remains on top of 
your library, you may play the card as though it were in 
your hand without paying its casting cost. (If the spell 
has & in its casting cost, X is 0) US 
Thopter Squadron AC 0/0 € 
Flying. Te Squadron comes into play with three 
+1/+1 counters on it. 1, Remove a +1/+1 counter 
from Thopter Squadron: Put a Thopter token into play. 
Treat this token as a 1/1 artifact creature with flying. 
Play this ability as a sorcery. 1, Sacrifice a Thopter: 
Put a +1/+1 counter on Thopter Squadron. Play this 
ability as a sorcery. EX 
Thran Turbine Art 2 
During your upkeep, you may add up to two colorless 
mana to your mana pool. This mana cannot be spent to 
play spells. US 
Throne of Bone Art £ 
‘DT: Gain 1 life. Use this ability only when a black spell 
is successfully cast and only once for each such = 


Thumbserews Art 2 
During your upkeep, if you have five or more cards in 
hand, Thumbscrews deals 1 damage to target nooner 


Time Bomb Art 4 
During your upkeep, put a time counter on Time Bomb. 
1, ©, Sacrifice Time Bomb: Time Bomb deals to 
each creature and player 1 damage for each time 
counter on it. 


Torture Chamber Art $ 
During your upkeep, put a pain counter on Torture 
Chamber. At the end of your turn, Torture Chamber deals 
1 damage to you for each pain counter on it. 1°, ©, 
Remove all pain counters from Torture Chamber: Torture 
Chamber deals 1 damage to target creature for each 
pain counter removed in this way. 


uaa Licid AC 2/2 S 
Transmogrifying Licid counts as a Licid. I, @: 
Transmogrifying Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
gets +1/+1 and counts as an artifact” instead of any 
other type of permanent. Move Transmogrifying Licid 
onto target creature. You may pay ‘1° to end this effect. 
*/f a Licid targets itself, the effect turns the Licid into a 
creature enchantment targeting itself. Because it is no 
longer a creature, the Licid is then destroyed because its 
taget is illegal. *If you play an enchantment-moving abili- 
ty, like Enchantment Alteration, on a Licid while it’s an 
enchantment, the Licid remains an enchantment-it does- 
n't change back to a creature and fall off. This is 
because the Licid’s enchantment status is a temporary 
effect, not a permanent change. Moving enchantments 


resets only 
permanent changes, not temporary ones. EX 
Umbilicus Art 4 


During each player’s upkeep, that player pays 2 life or 
returns a permanent he or she controls to owner's 
hand. US 
Urza’s Armor Art 6 
Whenever a source deals damage to you, that damage 
is reduced by 1. US 


CLE PLAYER’S GUIDE 


Type P/T 


Urza's Avenger AC 4/4 6 
©: Urza's pas gets -1/-1 and gains your choice of 
banding, flying, first strike, or trample until end of oa 


Urza's Bauble Art o 
®, Sacrifice Urza’s Bauble: Look at a card you choose 
at random from target player's hand. Draw a card at 
the beginning of the next turn. 


Volrath’s Laboratory Art 5 
When you play Volrath’s Laboratory, choose a color and 
creature type. 5, ©: Put a token creature into play. 
Treat this token as a 2/2 creature of the chosen color 
and creature type. Ss 


Voltaic Key Art r 
1, ©: Untap target artifact. US 
Wall of Junk AC Of 2 
Whenever Wall of Junk blocks, return it to owner's 

hand at end of combat. US 
Wall of Spears AC 2/3 3 
First strike. Wall of Spears counts as a Wall. 5E 


Waitchdo og AC 12 3 
Watchdog blocks if able. As long as Watchdog is 
untapped, all creatures attacking you get -1/-0. TE 
Whetstone Art 3 
3: Each player puts the top two cards of his or her 
library into his or her graveyard. US 
Winter Orb Art 2 
Players cannot untap more than one land during their 
untap phases. «Animated lands are subject to both Smoke 
and Winter Orb. Allowing one to untap will use up your one 
creature and your one land for that tum. 5E 
Wirecat AC 4/3 4 
Wirecat cannot attack or block if an enchantment 'f 


play. 

Wooden Sphere Art 1 
1: Gain 1 life. Use this ability only when a green spell 
is successfully cast and only once for each such ba 


Workhorse AC 0/0 6 
Workhorse comes into play with four +1/+1 counters 
on it. Remove a +1/+1 counter from Workhorse: Add 
one colorless mana to your mana pool. Play this a 
as a mana source. 


Worn Powerstone Art . 
Worn Powerstone comes into play tapped. @: Add two 
colorless mana to your mana pool. Play this ability as a 
mana source. US 


BLACK 


Abandon Hope Sore po] 
Choose and discard X cards: Look at target opponent's 
hand and choose X of those cards. That player discards 
the chosen cards. TE 


Abyssal Horror = SuHoror 2/2 40@ 
Flying. When Abyssal Horror comes into play, target 
player chooses and discards two cards. US 
Abyssal Specter Su Specter 2/3 2&® 
Flying. If Abyssal Specter damages any player, he or 
she chooses and discards a card. *Discarding the card 
is a side effect of the damage, so it happens only if - 
Specter successfully deals damage. 


Animate Dead Ench r “is 
When you play Animate Dead, choose target creature 
card in any graveyard. When Animate Dead comes into 
play, put that creature into play and Animate Dead 
becomes a creature enchantment that targets the crea- 
ture. Enchanted creature gets -1/-0. If Animate Dead 
leaves play, destroy the creature. The creature cannot 
be regenerated this tun. *Animate Dead can target only 
creature cards in any graveyard. Once it's in play, it 
becomes a creature enchantment that targets only the 
animated creature. This is the only legal target, and 
can't be affected by Enchantment Alteration and so 
forth. °A creature's abilities don't apply while the crea- 
ture card is in the graveyard. For example, a White 
Knight card in the graveyard doesn’t have protection 
from black, so it can be the target of Animate Dead. 
However, once the Knight comes into play, its protection 
from black will take effect, causing the enchantment to 
be destroyed, which will then destroy the Knight 5E 
Ashes to Ashes Sore 12 
Remove two target nonartifact creatures from the 
game. Ashes to Ashes deals 5 damage to you. 
Targeted effects fizzle against each target individually, 
and their non-targeted portions fail if and only if the 
effect fizzles against all targets. So if Ashes to Ashes 
fizzles against one target, it affects the other one nor- 
mally, and you take 5 damage. If it fizzles against both 
targets, you take no damage. 5E 
Bad Moon Ench 
All black creatures get +1/+1. 5E 
Befoul Sore 222 
Destroy target land or nonblack creature. A creature 
destroyed this way cannot be regenerated this tum. US 
Bellowing Fiend Su Spirit 3/3 4® 
Flying. Whenever Bellowing Fiend damages any crea- 
ture, Bellowing Fiend deals 3 damage to that creature's 
controller and 3 damage to you. TE 
Bereavement Ench 1@ 
Whenever a green creature is put into a graveyard from 


i® 


AC - Artifact Creature 
Art - Artifact 
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Cost : 


Title Type ‘P/T Cost : 
play, its controller chooses and discards a card. US 
Black Knight Su Knight 2/2 CT 
First strike, protection from white. 5E 


Blight EL 22 
! sacle land becomes tapped, destroy it at end a 


Blood Pet Su Thrull 1/1 2 
Sacrifice Blood Pet: Add 4 to your mana pool. Play 
this ability as a mana source. TE 
Blood Vassal Su Thrull 2/2 20 
Sacrifice Blood Vassal: Add 4 to your mana pool. 
Play this ability as a mana source. TK 


Bog Imp Sulmp 1/1 Le 
Flying. 5E 
Bog Raiders Su Zombies 2/2 2 
Swampwalk. US 
Bog Rats SuRats 1/1 ® 
Bog Rats cannot be blocked by Walls. 5E 
Bog Wraith Su Wraith 3/3 3@ 
Swampwalk. 5E 
Bottomless Pit Ench 1®® 


During each player’s upkeep, that player discards a Es 
at random. 

Bounty Hunter  SuMinion 2/2 an 
©: Put a bounty counter on target nonblack creature. 
®: Destroy target creature with any bounty — 
on it 


Breach Inst 22 
Target creature gets +2/+0 until end of turn. That crea- 
ture cannot be blocked except by artifact creatures and 
black creatures this turn. US 


Breeding Pit Ench 3@ 
During your upkeep, pay 4 or sacrifice Breeding Pit. 
At the end of your turn, put a Thrull token into play. 

Treat this token as a 0/1 black creature. 5E 


Broken Visage Inst 4® 
Destroy target nonartifact attacking creature and put a 
Shadow token into play. The destroyed creature cannot 
be regenerated this turn. Treat this token as a black 
creature with the same power and toughness as the 
targeted creature. At end of turn, sacrifice the token. 
The token has power and toughness equal to the cur- 
rent power and toughness of the target, including 
bonuses from effects such as Bad Moon's or Giant 
Growth’s. For example, if Broken Visage targets a Black 
Knight (normally 2/2) while a Bad Moon is in play 
(making the Knight 3/3), the Visage token will be a 3/3 
creature that in tum gets the Bad Moon bonus, so it will 
be 4/4, © Tokens enter play under the control of whoever 
controls the effect that produces them, so you get the 
Shadow token regardless of who controls the targeted 
creature. 5E 
Brush with Death Sore 22 
Buyback 244. Target opponent loses 2 life. You gain 
2 life. SH 
Cackling Fiend  SuZombie 21 2&@ 
When Cackling Fiend comes into play, each of your 
opponents chooses and discards a card. US 
Cannibalize Sore 1® 
Choose a player and two target creatures controlled by 
that player. Remove one of those creatures from the 


game and put two +1/+1 counters on the other. © SH 
Carnophage Su Zombie 2/2 e 
During your upkeep, pay 1 life or tap Carnophage. EX 
Carrion Ants SuAnts 0/1 2&® 
1: Carrion Ants gets +1/+1 until end of tum. 

Carrion Beetles Su lnsects 1/1 ® 


2, ©: Remove from the game up to three target 
cards in one graveyard. US 
Carrionette Su Skeleton 1/1 r® 
2@@: Remove Carrionette and target creature from 
the game. That creature’s controller may pay 2 to 
counter this ability. Use this ability only if Carrionette is in 
your graveyard. TE 
Cat Burglar Su Minion 2/2 3® 
2 @&, ©: Target player chooses and discards a _ 
Play this ability as a sorcery. 

Cloak of Confusion EC 

©: Defending player discards a card at random. 
Enchanted creature deals no combat damage this turn. 
Use this ability only if enchanted creature is attacking 
and unblocked and only once each turn. iE 


ie 


Clot Sliver Su Sliver 1/1 1® 
Each Sliver gains “2: Regenerate this creature” TE 
Coercion Sore 


29 
Look at target opponent's hand and choose one of those 
cards. That player discards that card. TE 


Coffin Queen Su Wizard = 1/1 22 
You may choose not to untap Coffin Queen during your 
untap phase. 2, ©: Choose target creature card in 
any graveyard and put that creature into play under 
your control. Remove the creature from the game if 
Coffin Queen becomes untapped or if you lose control 
of Coffin Queen. *Coffin Queen's second ability has two 
effects. First, it puts a creature card into play; this is a 
one-time effect. Second, it sets up an ongoing effect 
that tracks what happens to the Coffin Queen. If a crea- 
ture put into play by Coffin Queen phases out, the ongo- 
ing effect that links the creature to the Coffin Queen's 
status will end. After it phases back in, it'll be unaffect- 
ed by the Coffin Queen's status. «Remember that the 


MS - Mana Source 
Su - Summon 


Inst - Instant 


Title Type P/T Cost 
creature doesn’t actually depend on Coffin Queen to 
stay in play. Once the one-time effect mentioned above 
resolves, ihe creature is simply in play, just like any 
other creature. This means that it'll phase in and out 
normally, just as if it were a-creature brought back into 
play by, say, Strands of Night. TE 
Commander Greveni-Vec Su Legend 7/5 3a 
When Commander Greven i/Vec comes into play, sacri- 
fice a creature. Greven cannot be blocked except by 
artifact creatures and black creatures. TE 
Contamination Ench 2% 
During your upkeep, sacrifice a creature or sacrifice 
Contamination. Whenever a land is tapped for mana, it 
produces 4 instead of its normal type and amount.US 


Corpse Dance Inst 22 
Buyback 2°. Take the top creature card in your grave- 
yard and put that creature into play. The creature is 
unaffected by summoning sickness this turn. Remove 
the creature from the game at end of turn. TE 
Corrupt Sore 5® 
Corrupt deals 1 damage to target creature or player for 
each swamp you control. When Corrupt successfully 
deals damage to a creature or player, gain life equal to 
that damage. US 
Corrupting Licid Sulicid 2/2 2% 
®, ©: Corrupting Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
cannot be blocked except by artifact creatures and black 
creatures” instead of a creature. Move Corrupting Licid 
onto target creature. You may pay & to end this effect. 
See Transmognitying Licid for related rulings. SH 
Crazed Skirge Sulmp 2/2 3 
Flying. Crazed Skirge is unaffected by summoning sick- 
Ness. US 
Crovax the CursedSu Legend 0/0 20@ 
Crovax the Cursed counts as a Vampire. Crovax comes 
into play with four +1/+1 counters on it. During your 
upkeep, sacrifice a creature and put a +1/+1 counter on 
Crovax, or remove a +1/+1 counter from Crovax. 

@®: Crovax gains flying until end of turn. 


Culling the Weak MS ® 
Sacrifice a creature: Add 4 4&4 to your mana - 


Cursed Flesh EC g 
Enchanted creature gets -1/-1 and cannot be blocked 


except by artifact creatures and black creatures. EX 
Cursed Land EL 222 
During the upkeep of enchanted land’s controller, 
Cursed Land deals 1 damage to him or her. 

Dark —— Inst 29 
Destroy target nonb! 


lack creature. That creature cannot 
be regenerated this turn. TE 
Dark state SuHonor 3/3. 2e® 
Flying. When Dark Hatchling comes into play, destroy 
target nonblack creature. That creature cannot be 
regenerated this turn. 


Dark Ritual MS ® 
Add 424 to your mana pool. 5E,TE,US 
Darkest Hour Ench @ 
All creatures are black. US 


Darkling Stalker Su Spirit 1/1 22 
®: Regenerate Darkling Stalker. #: Darkling Stalker 
gets +1/+1 until end of turn. TE 
Dauthi Cutthroat Su Minion 1/1 12 
Shadow. 1°, ©: Destroy target creature with ae, 
ow. 
Dauthi Embrace Ench 2 ra 
®@®: Target creature gains shadow until end of ls 


Dauthi Ghoul Su Zombie 1/1 Le 
Shadow. Whenever any creature with shadow is put into 
any graveyard from play, put a +1/+1 counter on 
Dauthi Ghoul. 

Dauthi Horror Su Beast 2/1 Ve 
Shadow. Dauthi Horror cannot be blocked by white 
Creatures. TE 
Dauthi Jackal SuHound 2/1 ae 
Shadow. #4, Sacrifice Dauthi Jackal: Destroy target 
blocking creature. EX 


Dauthi Marauder Su Minion 3/1 29 
Shadow. TE 
Dauthi Mercenary Su Knight 2/1 2 


Shadow. ‘t’4>: Dauthi Mercenary gets +1/+0 until end 
of turn. TE 
Dauthi Mindripper Su Minion 2/1 ae 
Shadow. Sacrifice Dauthi Mindripper: Defending player 
chooses and discards three cards. Use this ability only if 
Dauthi Mindripper is attacking and unblocked. 
Dauthi Slayer Su Soldier 2/2 
Shadow. Each turn, Dauthi Slayer attacks if able. 
Dauthi Trapper = SuMinion = 1/1 2” 
®: Target creature gains shadow until end of tum. oi 
Dauthi Warlord Su Soldier = */1 

Shadow. Dauthi Warlord has power equal to the nab 
of creatures with shadow in play. 

Death Pits of Rath —Ench Nes 
Whenever any creature is dealt damage, destroy it. That 
creature cannot be regenerated this turn. E 


2 
TE 


Death Stroke Sorc 2P 
Destroy target tapped creature. SH 
Ench - Enchantment Sor - Sorcery 


SC - Summon Creature 


Title 


Death’s Duet Sorc 22 
Return two target creature cards from your tered 


Type P/T 


to your hand. E 

ed Ench £P 
®®: Counter target green spell. Play this ability as an 
interrupt. 5E 
Derelor SuThrull 4/4 3 
Your black spells cost an additional 4 to play. 5E 
Despondency EC re 


Enchanted creature gets -2/-0. When Despondency is 
put into a graveyard from play, return Despondency to 
owner's hand. US 


Diabolic Edict Inst 1r® 
Target player sacrifices a creature. TE 
Diabolic Servitude —Ench 3® 


When Diabolic Servitude comes into play, choose target 
creature card in your graveyard and put that creature 
into play. When the chosen creature is put into a grave- 
yard, remove the creature from the game and return 
Diabolic Servitude to owner's hand. When Diabolic 


Servitude leaves play, remove the chosen creature art | 


® | WHICH ONE’S THE REAL MORPHING 


the game. 
Discordant Dirge Ench ZO 
During your upkeep, you may put a verse counter on 
Discordant Dirge. #, Sacrifice Discordant Dirge: Look at 
target opponent's hand and choose up to X of those 
cards, where X is the number of verse counters on 
Discordant Dirge. That player discards those cards. US 


Disturbed Burial Sore 1% 
Buyback 3. Return target creature card from your 
graveyard to your hand. 

Drain Life Sore 
&: Drain Life deals X damage to target creature or 
player. Spend only black mana in this way. Gain 1 life 
for each 1 damage dealt, but not more than the tough- 
ness of the creature or the life total of the player Drain 
Life damages. * You decide how much #& to spend on 
dealing damage as you play the spell and spend the 
mana at that time. You can't change your mind later 
and deal more or less damage than that for which you 
originally paid. bE 


Dread of Night Ench 2 
All white creatures get -1/-1. TE 
Dregs of Sorrow Sore x42 


Destroy X target nonblack creatures. Draw X cards. TE 


Drudge Skeletons Su Skeletons 1/1 12 
®: Regenerate. 5E 
Dungeon Shade = SuSpirit 1/1 3 


Flying. #: Dungeon Shade gets +1/+1 until end o 
tum. SI 
Duress Sore 2 
Look at target opponent's hand and choose a noncrea- 
ture, nonland card there. That player discards that ot 
U 


Eastern Paladin SuKknight 3/3 20% 
®, ©: Destroy target green creature. US 
Endless Scream EC xe 


Enchanted creature gets +X/+0. * The value of X is set 

when the spell is cast and does not revert to zero when 

the enchantment is in play, even though % in the cast- 

ing cost becomes zero. Moving Endless Scream onto 

another creature doesn’t change the value of X, but sac- 

bra it using a Faith Healer's ability will only give a 
fe. 


Enfeeblement EC Cr 
Enchanted creature gets -2/-2. TE 
Bhd ow Specter SuSpirit ** @&® 
Flying. Entropic Specter has power and toughness each 


equal to the number of cards in target opponent's hand. 
If Entropic Specter damages any player, that player 
chooses and discards a card. EX 
Erg Raiders Su Raiders 2/3 1® 
At the end of your turn, Erg Raiders deals 2 damage to 
you if it did not attack this turn. Ignore this effect if 
Erg Raiders has summoning sickness. *At the end of 
your turn, Erg Raiders checks to see whether it 
attacked that turn. If it didn’t, then it damages you. 
The effect is ignored only if Erg Raiders has summon- 
ing sickness. 5E 
Evil Eye of Orms-by-Gore Su Evil Eye 3/6 @® 
Evil Eye of Orms-by-Gore cannot be blocked except by 
Howl Except for Evil Eyes, creatures you control cmt 
attack. 5 


Evil Presence EL ® 
Enchanted land is a swamp. 5E 
Evincar’s Justice Sorc 222 


Buyback 3°. Evincar’s Justice deals 2 damage to each 
creature and player. TE 
Exhume Sore 12 
Each player chooses a creature card in his or her 
graveyard and puts that creature into play. 

Expunge Inst 29 
Destroy target nonartifact, nonblack creature. That crea- 
ture cannot be regenerated this tum. Cycling 2. US 


Extinction Sore 4a® 
Destroy all creatures of any creature type of your 
choice. 

Fallen Angel SuAngel 3/3 S@@ 


Flying. Sacrifice a creature: Fallen Angel gets +2/+1 
until end of turn 5E 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost : 


Title Type P/T Cost 
Fear E PP 
Enchanted creature cannot be blocked except by arti- 
fact creatures and black creatures. 5E 
Fevered Convulsions —Ench 
2: Put a -1/-1 counter on target creature. TE 
Flesh Reaver Su Horror 4/4 1® 
Whenever Flesh Reaver successfully deals damage to a 
creature or opponent, Flesh Reaver deals an equal 
amount of damage to you. 


2P 


Foul Imp Sulmp 2/2 22 
Flying. When Foul Imp comes into play, lose 2 life. SH 
Frozen Shade Su Shade 0/1 2° 
®: +1/+1 until end of tum. 5E 
Fugue Sore 322 
Target player chooses and discards three cards. EX 
Funeral March EC 1®® 


If enchanted creature leaves play, its controller sacri- 
fices a creature. 5E 


one with wings. 


Gloom Ench 2@ 
White spells cost an additional 3° to play. Activated 
abilities requiring an activation cost of white enchant- 
ments cost an additional 3 to play. «Although Gloom 
increases the cost to play a white spell or use the ability 
of a white enchantment, it doesn't increase the casting 
cost of the spell or the activation cost of the enchant- 
ment. For example, Spell Blasting a Disenchant costs 

2 even if Gloom is in play. Likewise, an effect that 
reduces the activation cost of your enchantments could- 
n't reduce the mana payment required by Gloom. «The 
effect applies only to the activation costs of enchant- 
ments, not to other costs such as upkeep costs. SE 


Grave Pact Ench 12OP 
Whenever any creature you control is put into any 
graveyard, each other player sacrifices a creature. SH 


Tekeee ss Su Zombie 2/2 a2 
When Gravedigger comes into play, you may return target 
creature card from your graveyard to your hand. TE 
Greater Werewolf Su Lycanthrope 2/4 4@ 
At end of combat, put a -0/-2 counter on each crea- 
ture blocking or blocked by Greater Werewolf. * This 
ability is played at end of combat rather than trigger- 
ing when blockers are declared, so killing the 
Werewolf during combat will prevent its ability from 
being played. 5E 
Grollub Su Beast 3/3 2 
For each 1 damage dealt to Grollub, each opponent 
gains 1 life. EX 
atred Inst 32 
Pay 3 life: Target creature gets +X/+0 until end of 
turn. EX 
Hecatomb Ench 1e® 
When Hecatomb comes into play, sacrifice four creatures 
or sacrifice Hecatomb. Tap a swamp you control: 
Hecatomb deals 1 damage to target creature or player. */f 
you control at least four creatures when Hecatomb’s 
“comes into play” effect resolves, you may choose four of 
them and sacnifice them. If you decide not to or don’t 
have enough creatures, Hecatomb is buried. 5E 
Hollow Dogs Su Hounds 3/3 4® 
Whenever Hollow Dogs attacks, it gets +2/+0 until end 
of turn. US 


Howl from Beyond Inst x® 
Target creature gets +X/+0 until end of turn. 5E 
Ill-Gotten Gains Sore 222 


Remove Ill-Gotten Gains from the game. All players dis- 
card their hands, then each player puts up to three cards 
from his or her graveyard into his or her hand. *You may 
choose the cards just discarded as part of Ill-Gotten 
Gains’ effect, since discarding your hand and choosing 
three cards from your graveyard are part of resolution 
and happen in that order. US 
Imps’ Taunt Inst 1® 
Buyback 3°. Target creature attacks this tum if able. TE 
Initiates of the Ebon Handsu Clerics1/1 Ca 
1: Add # to your mana pool. If 4 or more is spent in 
this way during one turn, sacrifice Initiates of the Ebon 
Hand at end of turn. Play this ability as a mana source. 
* The mana spent to play this ability isn’t simply changed 
from & to &. The colorless mana is spent, and black 
mana is added to your pool. 5E 
— of the Dead Su Wizard 1/2 PP 
#, ©: Destroy target nonblack creature. Play this abil- 
ity only if that creature’s controller has at least two 
fewer creature cards in his or her graveyard than you 
have in yours. EX 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Title Type P/T Cost 
Kezzerdrix SuBeast 4/4 22 
First strike. During your upkeep, if your opponents control 
no creatures, Kezzerdrix deals 4 damage to you. TE 


Kjeldoran Dead = SuDead 3/1 ® 
en Kjeldoran Dead comes into play, sacrifice a crea- 
ture. &: Regenerate Kjeldoran Dead. * When Kjeldoran 
Dead's “comes into play” effect resolves, you choose and 
sacrifice a creature. If Kjeldoran Dead is your only crea- 
ture in play at that time, you sacrifice it 5E 
Knight of Dusk = Su Knight 2/2 De® 
©: Destroy target creature blocking Knight of ba 


Knight of Stromgaldsu Knight 2/1 CT. 
Protection from white. 4: Knight of Stromgald gains 

first strike until end of turn. 44: Knight of Stromgald 
gets +1/+0 until end of turn. 5E 


| How does that song go? “One of these things is nat like 
the other; one of these things just doesn’t belong.” If you 


| Jook carefully, you'll see that the two characters depicted 
| on Morphiing are not identical. One's got a tail and cute 
little bat wings, and the other doesn’t. | don’t know about 
TE | the rest of you, but I'm putting my gold pieces on the 
Pe | S 


+: Untap Morphling. 


4: Morphii 

a tra gains flying until end of turn, 

F *: Morphling ca € : 

p oF abilities un end op tures AE OF spells 

Ha : 

- Molin Sets +1/-1 until end of turn, 
“Morphing gets -1/+1 until end of tur,,, 

turn, 

\w 


Krovikan Fetish EC 2® 

Draw a card at the beginning of the turn after Krovikan 

Fetish comes into play. Enchanted creature gets Bree 
5 


Lab Rats Sore ® 
Buyback 4°. Put a Rat token into play. Treat this token 
as a 1/1 black creature. SH 
Leeching Licid Sulicid 1/1 12 
®, : Leeching Licid loses all abilities and becomes a 
creature enchantment that reads “During the upkeep of 
enchanted creature’s controller, Leeching Licid deals 1 
damage to that player” instead of any other type of 
permanent. Move Leeching Licid onto target creature. 
You may pay to end this effect. See a A 


ing Licid for related rulings. 

Leshrac’s Rite EC e 
Enchanted creature gains swampwalk. 5E 
Living Death Sore 32 


Remove from the game all creature cards in all grave- 
yards. Then, put each creature that is in play into its 
owner's graveyard. Then, take each creature card 
removed from the game with Living Death and put it 
into play under its owner's control. TE 


Looming Shade SuShade 1/1 22 
: Looming Shade gets +1/+1 until end of tum. US 
Lord of the Pit  SuDemon 7/7 42@® 


Flying, trample. During your upkeep, sacrifice a creature 
other than Lord of the Pit. If you cannot, Lord of the Pit 
deals 7 damage to you. ° This upkeep costs is mandato- 
1y. If you have any other creatures in play at the time 
you play Lord of the Pit’s upkeep ability, you must sac- 
Tifice one of them. If you can’t, Lord of the Pit deals 7 
damage to you. This damage may be prevented normal- 
ly-for example, with a CoP. *Because the sacrifice is a 
cost, you can sacrifice one Lord of the Pit to another, 
but you can’t sacrifice two Lords of the Pit to each 
other. Paying one Lord's upkeep cost removes the other 
from play, thereby preventing you from paying the 
other's upkeep cost. 5E 


Lost Soul Su Lost Soul 21 DRS 
Swampwalk. 5E 
Lurking Evil Ench POP 


Pay half your life, rounded up: Lurking Evil becomes a 
4/4 creature with flying that counts as a Horror. += US. 


Maddening Im Sulmp 1 22 
Flying. : All non-Wall creatures target opponent con- 
trols attack this turn if able. At end of turn, destroy 
each of those creatures that did not attack. Use this 
ability only during target opponent's turn and only 
before combat. 

Mana Leech SuWorm 1/1 2@ 
You may choose not to untap Mana Leech during your 
untap phase. @: Tap target land. As long as Mana 
Leech remains tapped, that land does not untap during 
its controllers untap phase. US 
Marsh Lurker Su Beast 3/2 3 
Sacrifice a swamp: Marsh Lurker cannot be blocked this 
tum except by artifact creatures and black creatures. TE 
Megrim Ench 22 
Whenever any opponent discards a card, Megrim deals 
2 damage to him or her. SH 
Mind Monon Su Insects 2/2 3@ 
When Mind Maggots comes into play, choose and dis- 


Title ype st 


card any number of creature cards. For each card dis- 
carded this way, put two +1/+1 counters on Mind 
Maggots. EX 
Mind Peel Sore 2 
Buyback 24. Target player chooses and discards a 
card. SH 
Mind Ravel Sore 2m 
Target player chooses and discards a card. Draw a card 
at the beginning of the next turn. ° This spell doesn’t fiz- 
Ze if the target has no cards, so you'll draw your card 
regardless. 5E 
Mind Warp Sore aoe 
Look at target player’s hand. He or she discards X cards 
of your choice. 5E 


Mindstab Thrull SuThul 22 t@ 
Sacrifice Mindstab Thrull: Defending player chooses and 
discards three cards. Use this ability only if Mindstab 
Thrull is attacking and unblocked. 5E 
Mindwarper Su Spirit 0/0 20 
Mindwarper comes into play with three +1/+1 counters 
on it. 2, Remove a +1/+1 counter from 
Mindwarper: Target player chooses and discards a card. 
Play this ability as a sorcery. SH 
Mindwhip Sliver Su Sliver 2/2 22 
Each Sliver gains “2', Sacrifice this creature: Target 
player discards a card at random. Play this ability as a 
sorcery.” TE 
Minion of the Wastes Su Minion */*3@@ 
Trample. When you play Minion of the Wastes, pay any 
amount of life. Minion of the Wastes has power and 
toughness each equal to that amounts When Minion of 
the Wastes is about to come into play by any means 
other than being cast, you must choose an amount of life 
and pay it before Minion comes into play. 

Mole Worms SuWorms 1/1 22 
You may choose not to untap Mole Worms during your 
untap phase. : Tap target land. As long as Mole 
Worms remains tapped, that land does not untap during 
its controller's untap phase. 5E 
Morgue Thrull SuThrull 2/2 2 
Sacrifice Morgue Thrull: Put the top three cards of your 
library into your graveyard. SH 
Mortuary Ench 3@ 
Whenever any creature is put into your graveyard from 
play, put that creature on top of your library. 

Murk DwellersSu Murk Dwellers 2/2 3® 
lf Murk Dwellers attacks and is not blocked, it gets 
+2/+0 until end of turn. 5E 


Nausea Sore 1@ 
All creatures get -1/-1 until end of turn. EX 
Necrite SuThnull 2/2 £2 
Sacrifice Necrite: Destroy target creature defending 
player controls. That creature cannot be regenerated 
this tum. Use this ability only if Necrite is attacking and 
unblocked. 5E 
pa Inst 3O2 
Play Necrologia only during your discard phase. Pay 
life: Draw X cards. EX 


Necropotence Ench PPP 
Skip your draw phase. Whenever you discard a card, 
remove that card from the game. Pay 1 life: Remove 
the top card of your library from the game face down. 
At the beginning of your discard phase, put that card 
into your hand. *Mecropotence doesn’t cause you to 
skip your draw phase unless it’s in play when the phase 
begins. For example, you may skip your draw phase for 
effects such as Pursuit of Knowledge’s prior to when 
Necropotence would cause you to skip it. If another 
effect, such as the death of an Ivory Gargoyle, also 
causes you to skip that phase, you choose which effect 
actually causes you to skip it. If Necropotence's effect 
lets you skip the phase, you'll still have to skip one later 
for the other effects. * The activated ability removes 
cards from your library immediately, and puts them into 
your hand at the beginning of your next discard phase. 
The cards are put into your hand by Necropotence’s 
effect, not by the card itself, so you'll get them even if 
it leaves play. All cards you discard are removed from 
the game, even if you discard them to somewhere other 
than your graveyard. This includes cards that are dis- 
carded as a cost. 

Nether Shadow Su Shadow 1/1 2P 
Nether Shadow is unaffected by summoning sickness. 
At the end of your upkeep, if Nether Shadow is in your 
graveyard with at least three creature cards above it, 
you may put Nether Shadow into play. * This is a phase 
ability rather than an activated ability so Nether Shadow 
may be returned to play only once each turn. 5E 
Nightmare Su Nightmare */* = -S® 
Flying. Nightmare has power and toughness each equal 
to the number of swamps you control. 5E 
No Rest for the Wicked Ench 1e 
Sacrifice No Rest for the Wicked: Return to your hand 
all creature cards put into your graveyard from play this 
tum. US 
Oath of Ghouls Ench re 
During each player's upkeep, if there are more creature 
cards in that player's graveyard than in target oppo- 
nent’s graveyard, the player may return target creature 
card from his or her graveyard to his or her hand. EX 


Title Type P/T 


Dipressien Ench LSP 
enever a player successfully casts a spell, that 
player chooses and discards a card. US! 
Order of Yawgmoth Su Knight 22 2e@ 
Order of Yawgmoth cannot be blocked except by arti- 
fact creatures and black creatures. Whenever Order of 
Yawgmoth successfully deals damage to a player, that 
player chooses and discards a card. US 


Paralyze EC 2 
When Paralyze comes into play, tap enchanted creature. 
Enchanted creature does not untap during its controller’s 
untap phase. That player may pay an additional 4 during 
his or her upkeep to untap it. *Because the untap cost is 
paid during upkeep, it may be paid more than once each 
tum. Untap costs are cumulative, so two Paralyzes 
increase untap cost to 8. 5E 


Parasitic Bond EC ae 
During the upkeep of enchanted creature's controller, 
Parasitic Bond deals 2 damage to that player. US 
Perish Sore 29 
Destroy all green creatures. Those creatures cannot be 
regenerated this turn. TE 
Persecute Sore 292 
Choose a color. Look at target player’s hand. That play- 
er discards all cards of the chosen color. US 
Pestilence Ench 22% 
At the end of any turn, if there are no creatures in play, 
sacrifice Pestilence. 4: Pestilence deals 1 damage to 
each creature and player. */f another “at end of tun” 
ability is scheduled to produce a creature or to remove 
the last creature from play, you can choose whether or 
not to play it before Pestilence’s ability. Effects that last 
until end of turn, such as animating a Mishra’s Factory, 
end before Pestilence checks for creatures. 5EUS 
Phyrexian Ghoul Su Zombie 2/2 2 
Sacrifice a creature: Phyrexian Ghoul gets +2/+2 until 
end of turn. US 


Pit a Sulmp 0/1 ® 
Flying. 4: Pit Imp gets +1/+0 until end of tum. You can- 
Not spend more than 44> in this way each tum. TE 
Pit Scorpion Su Scorpin 1 8 2@ 
If Pit Scorpion damages any player, he or she gets a 
poison counter. If any player has ten or more poison 
counters, he or she loses the game. 

Pit Spawn Su Beast 6/4 Oe 
First strike. During your upkeep, pay 44% or sacrifice 
Pit Spawn. If Pit Spawn damages any creature, remove 
that creature from the game. EX 
Plague Rats SuRats  */* 2® 
Plague Rats has power and toughness each equal to 
the number of Plague Rats in play. 5 


Plaguebearer § SuZombie 1/1 rr 
* & ®: Destroy target nonblack creature with total 
casting cost equal to &. EX 


Planar Void Ench ® 
Whenever a card is put into a graveyard, remove that 
card from the game. US 
Pox Sore REE 
Each player loses 1/3 of his or her life; then chooses 
and discards 1/3 of his or her hand; then sacrifices 1/3 
of the creatures he or she controls; and then sacrifices 
1/3 of the lands he or she controls. Round each loss up. 
This spell doesn't use the word “target,” so it’s not 
targeted in any way. White Knights, Pincher Beetles, 
and so on are counted and sacrificed just like any other 
creature. SE 


Priest of Gix Su Minion 2/1 29 
When Priest of Gix comes into play, add 44 to 
your mana pool. US 
Rabid Rats SuRats 1/1 1e 
: Target blocking creature gets -1/-1 until end of 
tum. 5! 


A Man SuRagMan 2/1 24 
®, ©: Look at target opponent's hand. That 
player discards a creature card at random. Use this 
ability only during your turn. 

Rain of Filth Inst 

Each land you control gains “Sacrifice this land: Add 2 
to your mana pool” until end of turn. °/f a triggered effect 
such as Spreading Algae would cause one of your lands to 
be destroyed when tapped, the effect of Rain of Filth 
would allow you to sacrifice it in response, since this abili- 
ty is played as a mana source. Rain of Filth, however, 


must already be in effect to use its ability. US 
Rain of Tears Sorc Lee 
Destroy target land. TE 
Raise Dead Sorc 


Return target creature card in your graveyard to your 
hand. 5E 
Rats of Rath SuRats 2/1 1@ 
bef Destroy target artifact, creature, or land you a 


Hiri Skirge  Sulmp 1/1 22 
Flying. Whenever Ravenous Skirge attacks, it gets 
+2/+0 until end of turn. 

Reanimate Sore ® 
Put target creature card from any graveyard into play 
under your control. Lose life equal to that creature’s 
total casting cost. 

Reckless Spite Inst 122 
Destroy two target nonblack creatures. Lose 5 life. TE 


Reclusive Wight Su Minion 4/4 3 
During your upkeep, if you control any other nonland 
permanents, sacrifice Reclusive Wight. US 


Recurring Nightmare  Ench 22 
Sacrifice a creature, Retum Recurring Nightmare to 
owner’s hand: Put target creature card from your 
graveyard into play. Play this ability as a sorcery. EX 
Reprocess Sore 222 
Sacrifice any number of artifacts, creatures, and/or lands 
and draw a card for each one sacrificed this way. US 
Revenant Su Spirit */* 4@ 
Flying. Revenant has power and toughness each equal 
to the number of creature cards in your graveyard. SH 


Sadistic Glee EC ® 
Whenever any creature is put into any graveyard from 
play, put a +1/+1 counter on enchanted creature. TE 


Sanguine Guard Su Knight 2/2 1&® 
First strike. 4-4: Regenerate Sanguine Guard. US 


Sarcomancy Ench ® 
When Sarcomancy comes into play, put a Zombie token 
into play. Treat this token as a 2/2 black creature. 
During your upkeep, if there are no Zombies in play, 
Sarcomancy deals 1 damage to you. TE 
Scare Tactics Inst 2 
All creatures you control get +1/+0 until end of tum. EX 
Scathe Zombies Su Zombies 2/2 2 ° 
5 


Sereechinng Harpy SuBeast 2/2 2 
Flying. 1-4: Regenerate Screeching Harpy. TE 
Sengir Autocrat Su Autocrat 2/2 3 
When Sengir Autocrat comes into play, put three Serf 
tokens into play. Treat these tokens as 0/1 black crea- 
tures. If Sengir Autocrat leaves play, destroy all Serf 
tokens. */f Sengir Autocrat leaves play, it destroys all 
Serf tokens in play, not just the ones it created, oe 
less of who controls them. 

Serpent Warrior Su Soldier 3/3 2@ 
When Serpent Warrior comes into play, lose 3 life. SH 


Servant of Volrath Su Minion 3/3 2@ 
If Servant of Volrath leaves play, 5 acreature. TE 


Sicken ® 
Enchanted creature gets -1/-1. Crainy 2. US 


Skeleton Scavengerssu Skeletons0/0 2% 
Skeleton Scavengers comes into play with one +1/+1 
counter on it. Pay 4° for each +1/+1 counter on 
Skeleton Scavengers: Regenerate Skeleton Scavengers 
and put a +1/+1 counter on it. SH 


Skirge Familiar Sulmp 3/2 ae 
Flying. Choose and discard a card: Add 4 to your 
mana pool. Play this ability as a mana source. US 


Skittering Skirge — Sulmp 3/2 22 
Flying. When you successfully cast a creature spell, 
sacrifice Skittering Skirge. US 
Skyshroud Vampire Su Vampire 3/3 3&® 
Flying. Choose and discard a creature card: Skyshroud 
Vampire gets +2/+2 until end of turn. TE 
Slaughter Inst 222 
Burak Pay 4 life. Destroy target nonblack creature. 
That creature cannot be regenerated this turn. EX 
Sleeper Agent  SuMinion 3/3 ® 
When Sleeper Agent comes into play, target opponent 
gains control of it. During your upkeep, Sleeper Agent 
deals 2 damage to you. US 
Sorceress Queen Su Sorceress 1/1 1®® 
©: Target creature other than Sorceress Queen is 0/2 
until end of turn. ° This effect overrides calculated 
power and toughness such as that of Nightmare or 
Dauthi Warlord. When the Queen's effect wears off, the 
creature returns to its normal power and toughness for- 
mula. A Sorceress Queen may target other Sorceress 
Queens. 5E 
Souldrinker Su Spirit 2/2 3@ 
Pay 3 life: Put a +1/+1 counter on Souldrinker. = TE 
Spike Cannibal = SuSpike 0/0 1e@ 
Spike Cannibal comes into play with one +1/+1 counter 
on it. When Spike Cannibal comes into play, move all 
+1/+1 counters from all creatures onto Spike eee 


Spinal Graft EC 1e 
Enchanted creature gets +3/+3. If enchanted creature is 
the target of a spell or ability, destroy that creature. i 
phe cannot be regenerated this tum. 

Spined Fluke Su Horror 5/1 2 ° 

en Spined Fluke comes into play, sacrifice a crea- 
ture. &: Regenerate Spined Fluke. US 
—— Cabal su knights 2/2 12 
®, Pay 1 life: Counter target white spell. Play this — 
ity as an interrupt. 
Stronghold Assassinsu Assassin 2/1 4 Pe 
®, Sacrifice a creature: Destroy target nonblack crea- 
ture. SH 
Stronghold TaskmasterSu Minion4/3 
All other black creatures get -1/-1. 
Tainted Ather Ench 292 
Whenever a creature comes into play, its controller sac- 
Tifices a creature or land. US 
Terror Inst 1@ 
Destroy target nonartifact, nonblack creature. That 
creature cannot be regenerated this tum. 


222 
SH 


AC - Artifact Creature 
Art - Artifact 


SACLE PLAYER'S GUIDE 


Title Type P/T Cost 


Title Type’ P/T Cost 
Thrull Retainer EC 
Enchanted creature gets +1/+1. Sacrifice Thrull 
Retainer: Regenerate enchanted creature. 5E 
Thrull Surgeon == SuThnul 1/1 1® 


1-@, Sacrifice Thrull Surgeon: Look at target player's 
hand and choose one of those cards. That player dis- 
cards that card. Play this ability as a sorcery. 


Torment EC 1® 
Enchanted creature gets -3/-0. SH 
Torture 


El ® 
1-®: Put a -1/-1 counter on enchanted creature. 5E 
Tortured Existence — Ench 
@, Choose and discard a creature card: Return target 
Creature card from your graveyard to your hand. = 
Touch of Death Sore 
Touch of Death deals 1 damage to target player “i 
you gain 1 life. Draw a card at the beginning of the 


next tum. 5E 
Unholy Strength EC ® 
Enchanted creature gets +2/+1. 5E 
Unnerve Sorc 3 
Each of your opponents chooses <i discards two 


cards. 


Unworthy Dead Su Skeletons 1/1 1® 
@: Regenerate Unworthy Dead. US 
Vampire Bats Su Bats 0/1 ® 
Flying, &: +1/+0 until end of turn. You cannot spend 

more than #4 in this way each tum. 5E 


Vampire Hounds SuHounds 2/2 20 
Choose and discard a creature card: Vampire Hounds 
gets +2/+2 until end of turn. EX 
Vampiric Embrace EC 200 
Enchanted creature gets +2/+2 and gains flying. 
Whenever a creature successfully dealt damage by 
enchanted creature this turn is put into a graveyard, put 
a +1/+1 counter on enchanted creature. S 
Vebulid Su Horror 0/0 C4 
Vebulid comes into play with one +1/+1 counter on it. 
During your upkeep, you may put a +1/+1 counter on 
Vebulid. When Vebulid attacks or blocks, destroy it at 
end of combat. US 
Victimize Sorc 2 
Choose two target creature cards in your graveyard. 
Sacrifice a creature. If you do, put the two chosen 
creatures into play tapped. 

Vile Requiem Ench 22h 
During your upkeep, you may put a verse counter on 
Vile Requiem. 1 4, Sacrifice Vile Requiem: Destroy up 
to X target nonblack creatures, where X is the number 
of verse counters on Vile Requiem. Those creatures 
cannot be regenerated this turn. 

Volrath’s Dungeonénchantment 22H 
Any player may pay 5 life during his or her turn to 
destroy Volrath’s Dungeon. Choose and discard a card: 
Target player chooses a card in his or her hand and 
puts that card on top of his or her library. Play this 
ability as a sorcery. EX 
Wall of Bone Su Wall 1/4 29 
&: Regenerate. 5E 
Wall of Souls Su Wall 0/4 te 
Whenever Wall of Souls is dealt combat damage, it deals 
an equal amount of damage to target opponent. SH 
Warp Artifact EA PP 
During the upkeep of enchanted artifact’s controller, 
Warp Artifact deals 1 damage to him or her. 


Weakness EC & 
Enchanted creature gets -2/-1. 5E 
Western Paladin Su Knight 3/3 20@ 
&®, ©: Destroy target white creature. US 
Witch Engine Su Horror 4/4 5® 


Swampwalk. @: Add 44°44 to your mana pool. 
Target opponent gains contro! of Witch Engine. US 


Wretched, The SuWretched 2/5 344 
At the end of combat, gain control of all creatures 
blocking The Wretched as long as you control The 
Wretched. * The player that controls The Wretched at 
end of combat gains control of all creatures that 
blocked it. 

Xenic Poltergeistsu Poltergeist 1/1 Lee 
: Until your next upkeep, target noncreature artifact is 
an artifact creature with power and toughness each 
equal to its total casting cost. (That artifact retains all of 
its original abilities.) *All permanents get summoning 
sickness, even though only creatures are affected by it. 
Thus, whether an artifact animated by Xenic Poltergeist 
can attack or use its abilities is determined just as if it 
had been a creature all along.. 5E 
Yawgmoth’s Edict — Ench 1e 
Whenever one of your opponents successfully casts a white 
spell, that player loses 1 life and you gain 1 life. US 
Yawgmeth’s Will Sore 2 
Until end of tum, you may play cards in your graveyard 
as though they were in your hand. Cards put into your 
graveyard this turn are removed from the game ee 


Zombie Master Sulord 23 2%@ 
All Zombies gain “#: Regenerate” and swampwalk. 
Zombie Master is a Lord, not a Zombie, so it doesn’t 
grant its abilities to itself. 5 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


? Title Type PT Cost 


BLUE 


Academy Researchers suWiz 2/2 16 
When Academy Researchers comes into play, you may 
choose an enchant creature card in your hand and put 
that enchantment into play on Academy Linigies 


Ather Storm Ench 36 
Summon spells cannot be played. Any player may pay 4 
life to destroy Ather Storm. Artifact creature spells 
aren't summon spells, so they can be played in spite of 
A:ther Storm. The ability to destroy Ather Storm is an 
instant that any player can pay 4 life to play. It may be 
responded to normally, perhaps by returning Ather 
Storm to its owner's hand with Time Elemental. As with 
any cost, the life is lost even if the effect turns out to 
do nothing. 5 


Air Elemental SuElemental 4/4 3:66 
Flying. 5E 
Annul Intr ry 
Counter target artifact or enchantment spell. US 
Anti-Magic Aura EC 26 


Enchanted creature cannot be the target of enchant- 
ments, instants, or sorceries. This effect does not 
destroy Anti-Magic Aura. (Other enchantments on that 
creature are buried because their target is now illegal) 
* This ability prevents the enchanted creature from 
being targeted by anything that is played as an 
enchantment, an instant, or a sorcery. This includes 
abilities played as any of these. ia 


Arcane Laboratory —Ench 26 
Each player cannot play more than one spell each turn. 
Although mana source spells cannot be prevented by 
Arcane Laboratory, if a mana source spell is played 
first, no other spells, except other mana source spells, 
may be played that same turn. *Arcane Laboratory 
only allows a total of one spell to be played per turn 
by each player. For instance, you may not play the 
same buyback spell twice in one turn, or two copies 
of the same spell. U 
Attunement Ench 2¢ 
Return Attunement to owner's hand: Draw three cards, 
then choose and discard four cards. US 


Azure Drake Su Drake 2/4 36 
Flying. 5E 
Back to Basics Ench 26 


Nonbasie lands do not untap during their controllers’ 
untap phases. US 
Barrin, Master Wizardsu Legend 11 2 e@ 
Barrin, Master Wizard counts as a Wizard. 2, Sacrifice 

a permanent: Return target creature to owner's hand.US 


Benthic Behemoth Su Serpent 7/6 3 @@@ 
Islandwalk. TE 
Binding Grasp EC 36 


During your upkeep, pay 1° or destroy Binding 
Grasp. Gain control of enchanted creature. That crea- 
ture gets +0/+1. 5E 


Boomerang Inst e 
Return target permanent to owner’s hand. 5E 
Brainstorm Inst 


Draw three cards. Then, put any two cards from your 
hand on top of your library in any order. ° This effect 
generates two events: drawing three cards, and putting 
two cards on top of your library. Thus, abilities that trig- 
ger when cards are drawn will be played before cards 
are put back onto your library. For example, if you draw 
creature cards while you have Enduring Renewal in 
play, you'll discard them before being able to put ae 
on ha sig library. 


Caps Inst re = 
Buy! : ° Return target permanent to owner's hat 
Catalog ae 
Draw two cards, then choose an a acard. US 
Chill Ench re 
Red spells cost an additional 2 to play. TE 
Cloak of Mists EC 16 
Enchanted creature is unblockable. US 
Cloud Spirit Su Spirit 3/1 26 
Flying. Cloud Spirit can block only creatures with flying. SH 
Confiscate EP 466 
You control enchanted permanent. US 
Contempt EC ve 


If enchanted creature attacks, return that creature and 
Contempt to owner's hand at end of combat. 


Coral Merfolk © SuMerfolk 2/1 1 I 
Counterspell Intr oe 
Counter target spell. 5E,TE 
Cunnin EC ré 


Enchanted creature gets +3/+3. If enchanted creature 
attacks or blocks, sacrifice Cunning at end of turn. ea 
Curfew Inst 

Each player chooses a creature he or she controls fe 
returns it to owner’s hand. US 
Curiosity EC e 
If enchanted creature damages an opponent, you may 
draw a card. EX 


Sor - Sorcery 
SC - Summon Creature 


See 


Type P/T 


Dance of Many Ench te 
During your upkeep, pay @ @ or sacrifice Dance of 
Many. When you play Dance of Many, choose target 
summon card. When Dance of Many comes into play, 
put a token creature into play and treat it as a copy of 
that summon card. If either Dance of Many or the token 
creature leaves play, sacrifice the other. °/f Dance of 
Many resolves without fizzling, it will produce its token 
even if the target somehow disappears after resolution 
but before the token comes into play. This is because 
the ability of putting the token into play isn’t targeted. 
The token will be a copy of the target as it existed 
when Dance of Many came into play. The token copies 
the target's casting cost, so it doesn’t have a default 


total casting cost of 0 as most tokens do. 5E 
landan Su Dandan 4/1 ee 
5E 

? Su Wall 4/5 at 


0 : Dark Maze can attack this turn as though it were 
Not a Wall. At end of turn, remove Dark Maze from the 
game 5E 


L on Intr 36 
Target spell with a single target now targets a new 
legal target of your choice. When you play Deflection, 
you choose a target spell and a new target for that 
Spell. Deflection doesn’t target the spell’s new target, 
nor does it change who is playing the spell. «If the new 
target for the spell turns out to be illegal when 
Deflection resolves, it fizzles with no effect. «Deflection 
only targets a spell being cast, so although it may 
retarget a permanent such as Black Vise as it's being 
cast, it can't do so once the permanent is in play. 
Deflection can’t target a spell that's interrupting anoth- 
er spell or ability, because the spell is already targeting 
its only legal target, namely the spell or ability it's ym 
ruptin 


Intr 26¢ 
Counter target spell. Draw a card. TE 
D e Student Su Wizard 1/1 26 


: Counter target spell unless its caster pays an addi- 
tional ‘1. Play this ability as an interrupt. US 
D cd Sulicid 1 Lee 
1 © , &: Dominating Licid loses all abilities and 
becomes a creature enchantment that reads “Gain con- 
trol of enchanted creature“ instead of any other type of 
permanent. Move Dominating Licid onto target creature. 
You may pay ‘@’ to end this effect. «See 
Transmogrifying Licid for related rulings. EX 
Douse Ench 26 
1 @: Counter target red spell. Play this ability as an 
interrupt. US 


ple, Havenwood Battleground would have to produce two 

mana, but a Veldt's controller would choose which type of 
mana it produced. Also, a storage land would be drained 

of all its counters. If the land's ability requires making any 
choices other than how much mana to produce, the land's 
controller makes those choices. eLands that don’t produce 
mana are ignored. 5E 


ean e Sorc 2¢€ 
Draw three cards. Then, choose two cards from your 
hand and put both on either the top or the bottom of 
your library. TE 
Dree is Ench 366 
Instead of paying the casting cost for a spell of any 
color, its caster may choose and discard a card that 
shares at least one color with that spell. If the spell has 
® in its casting cost, * is 0.eDream Hall's ability is a 
continuous ability, not a replacement or triggered ability. 
(it's worded like a replacement ability for ease of under- 
standing.) Discarding Guernila Tactics to pay for a red 
spell through your opponent's Dream Halls, for example, 
does not trigger the Tactic’s second ability. SH 
[ n Prowle Sulllusion 5 266 
Dream Prowler is unblockable as long as no other crea- 
tures are attacking. SH 


t an 


rit ] SuDjinn 5/5 4¢6 
Flying. During your upkeep, pay 1° or sacrifice 
Drifting Djinn. Cycling 2. 

Duy y Ench 3¢¢ 
When Duplicity comes into play, remove the top five 
cards of your library from the game, face down. During 
your upkeep, you may exchange all the cards in your 
hand for all the cards removed from the game with 
Duplicity. At the end of your turn, choose and discard a 
card. If you lose control of Duplicity, put into owner's 
graveyard all cards removed from the game with 
Duplicity. 


Eni Inst 6 
Move target enchantment from one creature to another 
US 


or from one land to another. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost 


Title Type P/T 


En eld Ench 1¢ 
Prevent all damage dealt to you from sources you do 
not control. When a card is put into your graveyard, 
sacrifice Energy Field. US 
x Ench 2¢ 
All artifacts gain “During your upkeep, pay 2 or sacri- 
fice this artifact” This effect gives each artifact an 
upkeep cost. This means, for example, that you can’t 
use an artifact's abilities until its upkeep cost is paid. It 
also means that you can’t use an artifact's mana-pro- 


ducing abilities until its upkeep cost effect has resolved; 


for example, a Mox Diamond can’t be used to pay its 
own upkeep cost. 5E 
En Inst 1¢ 
Tap target artifact, creature, or land. Draw a card at the 
beginning of the next turn. * This effect doesn’t fizzle if 
the target is already tapped, so you still get the card5E 
Ephemeron Sulllusion 4/4 466 
Flying. Choose and discarda, card: Return Ephemeron 
to owner's hand. EX 
Equilibrium Ench 1¢¢ 
Whenever you successfully cast a creature spell, you 
may pay 1 to return target creature to owner's es" 
E 


I Niz it SuLegend 1/1 2¢ 
Ertai, Wi 


ard Adept counts as a Wizard. 2€ @, ©: 


Counter target spell. Play this ability as an interrupt. EX } 


Ertars Meddling Intr X¢ 
When target spell is successfully cast, put X delay coun- 
ters on it. X cannot be 0. That spell does not resolve at 
the normal time. During each upkeep of that spell’s cast- 
er, remove a delay counter from the spell. If the spell 
has no delay counters on it, it resolves. */f a spell is tar- 
geted by more than one Ertai's Meddling, the spell will 
still only resolve once. The other Meddlings will attempt 
to have the spell resolve, but their effects will be 
ignored, because a spell can resolve only once each time 
it’s successfully cast. TE 
Escaped shitterSu Shapeshifter3/4 3 @ 6 
As long as your opponent controls any creatures with 
flying, Escaped Shapeshifter gains flying. The same is 
true for first strike, trample, and protection from any 
color © When Escaped Shapeshifters check to see which 
abilities they copy, they evaluate everything that's in 
play, ignoring the presence of other Escaped 
Shapeshifters. They then gain abilities based on 
whether opposing creatures have them. Escaped 
Shapeshifters don’t give each other abilities, much like 
Reflecting Pools don’t enable each other to produce 
mana. Effects such as Radjan Spirit's can remove an 
Escaped Shapeshifter’s copied abilities just as if the 


Shapeshifter had those abilities naturally. TE 
Evacuation Inst 366 
Return all creatures to owners’ hands. SH 


Exh i Sorc 26 
Creatures and lands target opponent controls do not 
untap during his or her next untap phase. * Exhaustion 
affects the target opponent's next turn and all perma- 
nents he or she controls at that time, regardless of 
whether they were in play when Exhaustion one 


Fade Awa Sore 26 
For each creature, that creature's controller pays 1 or 
sacrifices a permanent. EX 


EE 26 


During 


‘upkeep of enchanted enchantment’s con- 
troller, Feedback deals 1 damage to him or her. Ls 
Fighting Drake SuDrake 2/4 266 
Fly 9. TE 

‘light EC ¢ 
Enchanted creature gains flying. 5E 
Flood Ench é 
ee: Tap target creature without flying. 5E 
Fog Bank Su Wall 0/2 1é 


Flying, Fog Bank does not deal or receive combat dam- 
age. US 
Forbid Intr 1¢¢ 
Buyback-Choose and discard two cards. Counter target 
spell. EX 


pike Intr t 
Counter target spell unless its caster pays an additional 
1 5E 


+ 


orget Sorc te 
Target player chooses and discards two cards, then draws 
as many cards as he or she discarded in this way. 5E 
Fy d SuBeast 1/3 166 
Flying. Fylamarid cannot be blocked by blue creatures. 
: Target creature is blue until end of turn. 


G US 2¢€ 
Enchanted creature neither deals nor receives combat 
damage. 


7 


SuCrab 3/3 4¢€ 
Crab cannot be the tne. 


‘ Until end of turn, Giant 
of spells or abilities. 
Gilded Drake Su Drake 3/3 l¢ 
Flying. When Gilded Drake comes into play, exchange 

control of Gilded Drake for target creature one of your 


opponents controls or sacrifice Gilded Drake. US 
G Su Wall 0/7 2 
5E 


ST - Stronghold 
EX - Exodus 


Cost : 


Type P/T 


o Su Licid 2/2 2¢ 
@, : Gliding Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
gains flying” instead of a creature. Move Gliding Licid 
onto target creature. You may pay @ to end this 
effect. *See Transmogrifying Licid for related art 
wale 


reat Whale comes 


Gree SuWhae 5/5 S66 
When Gi into play, untap up to seven 
lands. US 


Hammerhead Shark SuFish 2/3 1¢ 
Hammerhead Shark cannot attack unless defending 
player controls any islands. 
lermetic Study EC 16 
Enchanted creature gains “«: This creature deals 1 


[Row hax 


November 
| CREATURES 
4 Carnophage 
4 Dauthi Horror 


1 Nightmare 


SPELLS 
3 Befoul 
4 Claws of Gix 
4 Dark Ritual 
1 Drain Life 
4 Duress 


4 Sarcomancy 


| LANDS 
16 Swamp 
3 Wasteland 


US 


damage to target creature or player.” 
Hesitation Ench 16 
If any spell is played, counter that spell and sacrifice 

Hesitation. $ 


Hibernat Inst 26 
Return all green permanents to owners’ hands. US 
Jomarid Warrior Su Homarid 3/3 46 


@: Homarid Warrior cannot be the target of spells or 
abilities until end of turn and does not untap during 
your next untap phase. Tap Homarid Warrior. *Once its 
ability resolves, any earlier spells or abilities in the 
batch that targeted Homarid Warrior will fizzle, as it will 
be an invalid target by the time they resolve. * Tapping 
Homarid Warrior is part of the effect, not the cost, so 
you can play the ability if Homarid Warrior has sum- 
moning sickness or is already tapped. * Enchantments 
already in play are permanents, not spells or abilities, so 
this effect won't destroy enchantments already on 
Homarid Warrior. 


Su Turtle 1/4 26 

TE 

Horseshoe Crab SuCrab 1/3 2€ 
@: Untap Horseshoe Crab. US 
jurkyl’s Recall Inst 1¢ 


Return to target player’s hand all artifacts in play he of 
she owns. ¢/f isn’t important who controls the artifacts 
owned by the target player. 5E 
Hydroblast Intr é 
Counter target spell if it is red, or destroy target perma- 
nent if it is red. (If this spell targets a permanent, play 
it as an instant, * This is a modal spell that's played 
either to counter a spell or to destroy a permanent. If 
Hydroblast is played as an interrupt, it’s targeting its 
only legal target (whatever it interrupts), and if it's 
played as an instant, it can target only permanents. 
Thus, you wouldn't be able to Deflect it from one type 
of target to another. 5E 
maginary Pet Su Illusion 4/4 1¢ 
During your upkeep, if you have a card in hand, return 


Hvdroh 
ycirot 


US - Urza’s Saga 


: Title Type P/T Cost 
Imaginary Pet to owner's hand. US 
Insight Ench 2¢ 


Wh er target opponent successfully casts a green 
spell, draw a card. : TE 


iterdict Intr 16 
Counter target artifact, creature, enchantment, or land 
ability requiring an activation cost. Activated abilities of 
that permanent cannot be played again this turn. Draw 
a card TE 


n Ench 2¢ 
Creatures do not untap during their controllers’ untap 
phases. Whenever any creature comes into play, untap 
all creatures. SH 
niuition Inst 26 
Search your library for any three cards and reveal them 
to an opponent. He or she chooses one. Put that card 
into your hand and the rest into your graveyard. Shuffle 
your library afterwards. TE 
Juy $e Sore 36 
Exchange with target player control of the creature with 
the highest total casting cost that you each control. If 
two or more creatures are tied for highest total cast- 
ing cost creature a player controls, he or she chooses 
between them. Exchange control of artifacts in the 
same way. This effect will attempt to swap crea- 
tures and then attempt to swap artifacts. Each 
exchange is made if possible, but failure of one 
doesn’t restrict the other. °Note that the spell 
doesn't target the creatures and/or artifacts, so 
abilities such as protection don't make a creature 
immune to being swapped. ¢Creatures and arti- 
facts aren't surveyed until it’s time to exchange 
that type of permanent, so it's possible for an 
artifact creature to be exchanged twice: once 
when creatures are exchanged, and then again 
when artifacts are exchanged, even if its new 
controller didn’t control any artifacts at the begin- 
ning of resolution. 5E 
Keeper of ind Su Wizard 1/2 @@ 
@, >: Draw a card. Play this ability only if tar- 
get opponent has at least two more cards in 


hand than you. 

Killer WhaleSu Whale 3/5 3i@i@ 

Killer Whale gains flying until end of turn. EX 
sorcerersu Wizard1/1 26 


©, Choose and discard a nonblack card: Draw 

a card. , Choose and discard a black card: 
Draw two cards, then choose and discard one 
of them. 5E 


abyn linotaur Su Minotaur 1/4 36 
If Labyrinth Minotaur blocks any creature, that crea- 
ture does not untap during its controller's next untap 
phase. 5 


aunch EC 1¢ 
Enchanted creature gains flying. When Launch is put 
into a graveyard from play, return Launch to owner's 
hand. US 
Lea Inst ¢ 
ame creature gains flying until end of turn. Draw _ 
card. 


Leap 


AN 


egacy s ire Ench Cm) 
Dunng your upkeep, you may put a treasure counter on 
Legacy’s Allure. Sacrifice Legacy's Allure: Permanently gain 
control of target creature with power no greater than the 
number of treasure counters on Legacy's Allure. TE 
Legerdemain Sorc 206 
Permanently exchange control of target artifact or crea- 
ture for control of target permanent of the same type.TE 
eviathan Su Leviathan 10/10 56666 
Trample. Leviathan comes into play tapped and does 
not untap during your untap phase. Each turn, 
Leviathan cannot attack unless you sacrifice two addi- 
tional islands, Sacrifice two islands: Untap Leviathan. 
Use this ability only during your upkeep. 5E 
Ketap Ench ¢¢ 
Whenever any forest target opponent controls becomes 
tapped, gain 1 life. ° This ability triggers once for each 
and every forest the opponent controls that becomes 
tapped, regardless of when it was tapped. If more than 
one such forest becomes tapped at the same time, the 
ability triggers once for each, 5E 
ilting Refrair Ench 1¢ 
During your upkeep, you may put a verse counter on 
Lilting Refrain. Sacrifice Lilting Refrain: Counter target 
spell unless caster pays an additional , where X is 
the number of verse counters on Lilting Refrain. Play 
this ability as an interrupt. US 


Lingering Wirage EU 1¢ 
Enchanted land is an island. Cycling 2. US 
Lord of Atlantis Sulord 2/2 eé 


All Merfolk get +1/+1 and gain islandwalk. *See 
Zombie Master for related rulings. 


K Intr e 
Permanently change the text of target permanent or spell 
by replacing all instances of one basic land type with 
another. (For example, you may change “swampwalk” to 
“plainswalk.” If this spell targets a permanent, play it as 
an instant) *Because Magical Hack targets spells only 
when played as an interrupt and permanents only when 
played as an instant, it can’t be Deflected from one type 
of target to the other. *When you play the spell, you 
choose two different basic land words; when this effect 


Title Type P/T 
resolves, each instance of the first land word is changed 
to the second. Thus, if someone responds with another 
spell or ability that edits the text such that the first land 
word no longer appears on the card when this effect 
resolves, this effect will do nothing. Note that card names 
are never “land words” or “color words” so may not be 
edited. * This spell simply targets spells and permanents, 
not spells or permanents containing a land word. So, you 
can target a spell or permanent with no hasic land words 
in its text. There are only five basic land types: plains, 
island, swamp, mountain, and forest. This spell cannot 
add or delete the term “snow-covered.” 5E 
ig of the Unseensu Wizard 1/1 Le 
1@, ©: Untap target artifact an opponent controls and 
gain control of it until end of turn. That artifact is unaf- 
fected by summoning sickness this turn. Tap artifact if 
you lose control of it at end of this tun. © This ability tar- 
gets any artifact, so it will affect untapped artifacts nor- 
mally. * The artifact becomes tapped if, and after, you 
lose control of it at end of turn. If you don’t actually lose 
control of the artifact (for example, if the Magus's con- 
trol effect is overridden by a later effect), the artifact 
doesn't become tapped. * The artifact is unaffected by 
summoning sickness this turn, even if it isn’t a creature 
when you gain control of it. 5 
Mana Breach Ench 26 
Whenever any player plays a spell, that player returns a 
land he or she controls to owner's hand. EX 


Mana Leak Intr L® 
Counter target spell unless its caster pays an bagi 
3 


Mana Severance Sore 16 
Search your library for any number of land cards and 

remove them from the game. Shuffle your library after- 
wards, TE 
Manta Riders  SuMerfolk 1/1 © 
‘@: Manta Riders gains flying until end of turn. TE 


Mask of the Mimic Inst ¢ 
Sacrifice a creature: Search your library for any copy of 
target creature card and put it into play. Shuffle your 

library afterwards. SH 


Mawcor SuBeast 3/3 3 
Flying. : Maweor deals 1 damage to target creature 
or player. TE 
Meditate Inst 26 
Skip your next turn: Draw four cards. TE 
Memory Lapse Intr 1¢ 
ry 


Counter target spell but put it on top of owner's libra 
instead of in his or her graveyard. 5E 


Merfolk Looter Su Merfolk 1/1 1©@ 
®: Draw a card, then choose and discard a card. EX 


Merfokk of the Pearl Trident Su Merfolk 1/1 4 


Mind Bomb Sore 
Mind Bomb deals 3 damage to each player. Each player 
may choose and discard up to three cards to prevent an 
equal amount of damage to him or her from Mind Bomb. 
* This effect doesn't force anyone to discard, but simply 
provides an additional means of preventing the damage 
at the cost of discarding a card. Thus, the discards are 
considered to be voluntary. 5 


Mind Games Inst c 
Buyback 2@'. Tap target artifact, creature, or land. SH 


Mind Over Matter — Ench 9 2 @@@@ 
Choose and discard a card: Tap or untap target artifact, 
creature, or land. EX 
Mirozel Su lilusion 2/3 

Flying, If Mirozel is the target of any spell or ability, 
return Mirozel to owner's hand. EX 
Mnemonic Sliver Su Sliver 2/2 26 
a! Sliver gains “:2', Sacrifice this creature: Draw a 
card.” TE 


Morahiin Su Shapeshifter 3/3 3@@ 
‘@: Untap Morphling. «@': Morphling gains flying until 
end of turn. “@': Morphling cannot be the target of 
spells or abilities until end of turn. ‘1’: Morphling gets 
+1/-1 until end of turn. ‘t\: Morphling gets -1/-+1 until 
end of turn. US 


Oath of Scholars Ench ae) 
During each player's upkeep, if that player has fewer 

cards in hand than target opponent, the player may dis- 
card his or her hand and draw three cards, X 


Pendrell Drake = Su Drake 2/3 ae 
Flying. Cycling ‘2. US 
Pendrell. Flux EC te 


Enchanted creature gains “During your upkeep, pay this 
Creature’s casting cost or sacrifice it” US 
peeaiine Drake — SuDrake 2/3 ae 
Flying. When Peregrine Drake comes into play, untap 
up to five lands, US 
Phantasmal Forcessu Phantasm 4/1 
Flying. During your upkeep, pay @* or sacrifice 
Phantasmal Forces. 5E 
Phantasmal Terrain EL 6 
Enchanted land is a basic land type of your choice. 
You may choose only one of the five basic land types: 
plains, island, swamp, mountain, or forest. Also, you 
choose the land type as you play Phantasmal Terrain, 
not when it comes into play. 5E 


Phantom MonsterSu Phantasm 3/3 
Flying. 


36 


a6 
5E 


Cost : 


Title 


Type P/T 


Pirate Ship Su Ship 4/3 a6 
Islandhome. <*: Pirate Ship deals 1 damage to target 
Creature or player. 5E 


Portent Sore t 
Look at the top three cards of target player's library, then 
shuffle that library or put those three cards back on top of 
it in any order. Draw a card at the beginning of the next 
tum. ¢/f the target player's library has fewer than three 
cards, you simply look at what's left and choose whether to 
order those cards or to shuffle them. 5E 


Power Sink Intr x6 
Counter target spell unless that spell’s caster pays an 
additional %. If he or she does not, tap all mana- 
producing lands that player controls and remove all 
mana from his or her mana pool. *See Drain Power for 
rulings related to forcing lands to be tapped for mana. 
*Power Sink ignores lands whose mana can't be used to 
pay for Power Sink, such as Mishra's Workshop, and 
lands that can’t produce mana at all. 5E,TEUS 


Power Taint EE be 
During the upkeep of enchanted enchantment’s controller, 
that player pays °2' or loses 2 life. Cycling :2\. s 
Precognition Ench ae 
During your upkeep, you may look at the top card of 
target opponent's library. You may then put that card 
on the bottom of his or her library. TE 
Prodigal Sorcerer Su Wizard 1/1 26 
©: Prodigal Sorcerer deals 1 damage to target crea- 
ture or player. 5E 
Propaganda Ench 216) 
Each turn, each creature cannot attack you unless its 
controller pays an additional 2° for that creature. TE 
Psychic Venom EL oe 
Whenever enchanted land becomes tapped, Psychic 
Venom deals 2 damage to that land’s controller, © 5E 
Ransack Sore 26 
Look at the top five cards of target player's library. Put 
any number of those cards on the bottom of that play- 
er’s library in any order and the rest on top of the play- 
er’s library in any order. SH 
Ray of Command Inst oe 
Untap target creature an opponent controls and gain con- 
trol of it until end of turn. That creature is unaffected by 
summoning sickness this turn. If you lose control of the 
creature at end of this turn, tap it. *Ray of Command tar- 
gets a creature, not a tapped creature, so it may steal a 
creature that's already untapped. ° The creature becomes 
tapped only if you lose control of it at end of turn. It 
becomes tapped after you lose control of it and will have 
summoning sickness at that point. 5E 


Rebound Intr 1¢ 
Target spell, which targets only a single player, targets 
another player of your choice instead. SH 
Recall Sore ea 
Choose and discard X cards: Return X target cards in 
your graveyard to your hand. Remove Recall from the 
game. °Fizzling against one target doesn't cause other 
parts of the effect to fail, but fizzling against all targets 
does cause the nontargeted parts to fail. If some of 
Recall's targets are missing when it resolves, the rest 
are returned to your hand and Recall is removed from 
the game, but if all of them are missing, Recall isn't 
removed from the game. 5E 


Recantation Ench 366 
During your upkeep, you may put a verse counter on 
Recantation. ‘@, Sacrifice Recantation: Return up to X 
target permanents to owner's hand, where X is the 
number of verse counters on Recantation. US 
Reef Pirates Su Ships 2/2 1 
If Reef Pirates damages any opponent, put the top card 
of that player's library into his or her graveyard. 5E 
Reins of Power Inst 20% 
You and target opponent each untap and gain control of 
all creatures the other controls until end of turn. Those 
creatures are unaffected by summoning sickness this 
turn. SH 
Remove Soul Inte be 
Counter target summon spell. Artifact creature spells 
aren't summon spells, so Remove Soul can't target 
them, 

Rescind Inst ee 
Retum target permanent to owner's hand, Cycling 2. US 


Rewind Intr 2606) 
Counter target spell. Untap up to four lands, US 
Robe of Mirrors EC e 


Enchanted creature cannot be the target of spells or 
abilities. EX 
Rootwater Diver SuMerfok 1/1 e 
®, Sacrifice Rootwater Diver: Return target artifact 
card from your graveyard to your hand. TE 
Rootwater Hunter Su Merfolk 1/1 26 
®: Rootwater Hunter deals 1 damage to target crea- 
ture or player. TE 
Rootwater Matriarchsu Merfok 2/3 2@@ 
©: Gain control of target creature as long as that crea- 
ture has any enchantments on it. TE 
Rootwater Mystic Su Merfok 1/1 t 
1@: Look at the top card of target player's library. E 
Rootwater Shaman Su Merfolk 2/2 26 
You may play creature enchantments whenever you 
could play instants. TE 


Cost 


AC - Artifact Creature 
Art - Artifact 


ACLE PLAYER &» GUIDE 


Title Type P/T Cost : 
Sandbar Merfolk su Merfolk 1/1 
Cycling 2. US 
Sandbar Serpent Su Serpent 3/4 46 
Cycling 2. US 


School of Piranha suFish 3/3 be 
During your upkeep, pay 1 or sacrifice School of 
Piranha. EX 
Scrivener Su Townsfolk 2/2 46 
When Scrivener comes into play, you may return target 
instant or interrupt card from your graveyard to your 
hand. EX 
Sea Monster — SuSerpent 6/6 466 
Sea Monster cannot attack unless defending player 
controls any islands, TE 


Sea Serpent Su Serpent 5/5 56 
Islandhome. 5E 
Sea Spirit Su Spirit 2/3 ae 
@: Sea Spirit gets +1/+0 until end of turn. 5E 
Sea Sprite SuFarie 1/1 Le 
Flying, protection from red. 5E 
Seasinger Su Merfolk O/1 dew 


If you control no islands, sacrifice Seasinger. You may 
choose not to untap Seasinger during your untap phase. 
®: Gain control of target creature whose controller 
controls any islands as long as you control Seasinger 
and Seasinger remains tapped. 5E 
Segovian LeviathanSu Leviathan 3/3 
Islandwalk. 

Shadow Rift Inst ¢ 
Target creature gains shadow until end of turn. Draw a 
card. TE 
Shimmering Wings EC ¢ 
Enchanted creature gains flying, @: Return 
Shimmering Wings to owner's hand. 

Show and Tell Sore 26 
Each player may choose an artifact, creature, enchant- 
ment, or land card in his or her hand and put that per- 
manent into play. US 
Sibilant Spirit Su Spirit 5/6 56 
Flying. If Sibilant Spirit attacks, defending player may 
draw a card. 5E 
Sift Sore 36 
Draw three cards, then choose and discard a card. SH 
Silver Wyvern Su Drake 4/3 SO 
Flying. @: Target spell or ability, which targets only 
Silver Wyvern, targets another creature of your choice 
instead. Play this ability as an interrupt. 


46 
5E 


Skyshroud Condor SuBird 2/2 1¢ 
Flying. You cannot play Skyshroud Condor unless you 

have successfully cast another spell this turn. TE 
Sleight of Mind Intr e 


Change the text of target permanent or spell by replac- 
ing all instances of one color word with another. (For 
example, you may change “nongreen creature” to 
“nonred creature.” If this spell targets a permanent, play 
it.as an instant) *See Magical Hack for related rulings. 

* There are only five color words: white, blue, black, red, 


and green. “Colorless” isn’t a color word. 5E 
Sommaphiere Sulllusion 2/2 2 
Flying. Whenever Somnophore successfully deals damage 


to a player, tap target creature that player controls, That 
creature does not untap during its controller's untap phase 
as long as Somnophore remains in play. US 
Soul Barrier Ench 26 
Whenever target opponent successfully casts a sum- 
mon spell, Soul Barrier deals 2 damage to him or her. 
That player may pay 2 to prevent this damage. © This 
effect doesn’t trigger until the summon spell is suc- 
cessfully cast, Creatures put directly into play won't 
trigger Soul Barrier. 


Spell Blast Intr xe 
Counter target spell with total casting cost equal to) 5E,TE 
Spindrift Drake © Su Drake 2/1 ¢ 


Flying. During your upkeep, pay '@’ or sacrifice Spindrift 
Drake. SH 
Spire Owl Su Bird = 1/1 te 
Flying. When Spire Owl comes into play, look at the top 
ie cards of your library and put them back in any i 
order. 


Stasis Ench be 
Each player skips his or her untap phase. During your 
upkeep, pay @’ or sacrifice Stasis. *Phasing occurs at 
the beginning of untap, so Stasis will shut down the 
phasing ability and stop anything that’s phased out fram 
phasing back in. A creature that's phased out doesn't 
stay phased out forever but phases back in the next 
time its controller gets an untap phase. 5E 
Steal Artifact EA 266 
Gain control of enchanted artifact. ° You gain control of 
the artifact only as long as Steal Artifact is on it. This 
can be overridden normally by subsequent control 
effects, 
Steal Enchantment EE ee 
Gain control of enchanted enchantment. TE 
Stern Proctor Su Wizard 1/2 ee 
When Stern Proctor comes into play, return target arti- 
fact or enchantment to owner's hand. US 
Stinging Licid Sulicid 1/1 Le 
1 @, ©: Stinging Licid loses this ability and becomes a 
creature enchantment that reads “Whenever enchanted 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
creature becomes tapped, Stinging Licid deals 2 damage 
to that creature's controller” instead of any other type of 
permanent. Move Stinging Licid onto target creature. You 
may pay @ to end this effect. *See Transmagrifying 
Licid for related rulings. TE 


Stroke of Genius Inst xQe 
Target player draws X cards. US 
Sunder Inst 366 
Return all lands to owners’ hands. US 
Telepathy Ench 


Each of your opponents plays with his or her hand 
revealed. 

Thalakos Deceiver Su Wizard 1/1 36 
Shadow. Sacrifice Thalakos Deceiver: Gain control of 
target creature permanently. Use this ability only if 
Thalakos Deceiver is attacking and unblocked. SH 


Thalakos DreamsowerSu Wizard 1/1 26 
Shadow. You may choose not to untap Thalakos 
Dreamsower during your untap phase. If Thalakos 
Dreamsower damages any opponent, tap target crea- 
ture. As long as Thalakos Dreamsower remains tapped, 
that creature does not untap during its controller's 
untap phase, 

Thalakos Drifters Su townsfolk 3/3 266 
Choose and discard a card: Thalakos Drifters gains 
shadow until end of turn, EX 
Thalakos Mistfolk Su illusion 2/1 oe 
Shadow. @?: Put Thalakos Mistfolk on top of owner's 
library. TE 
Thalakos Scout Su Soldier 2/1 26 
Shadow. Choose and discard a card: Return Thalakos 
Scout to owner's hand. EX 
Thalakos Seer = Su Wizard 1/1 ee 
Shadow. If Thalakos Seer leaves play, draw a card. TE 


Thalakos Sentry Su Soldier 1/2 1é 
hadow. TE 
Theft of Dreams Sore 26 


For each tapped creature target opponent controls, 
draw a card, 


Tidal Surge Sore 16 
Tap up to three target creatures without flying. SH 
Tidal Warrior = = SuMerfok 1/1 e 
©: Target land is an island until end of turn. SH 
Time Ebb Sore 


26 
Put target creature on top of owner's library. TE 


Time Elemental Su Elemental 0/2 26 
If Time Elemental attacks or blocks, it deals 5 damage 
to you and is sacrificed at end of combat. 2:@ @, 
©: Return target permanent with no enchantments 
on it to owner's hand. The first ability is played in its 
entirety at end of combat, rather than one part of it 
(“deals 5 damage to you") being played immediately 
and the other part (“is sacrificed”) being played at 
end of combat. 5E 


Time Spiral Sore 466 
Remove Time Spiral from the game. Each player shuffles 

his or her graveyard and hand into his or her library, then 
draws seven cards. You untap up to six lands, Ss 
Time Warp Sore 366 
Target player takes an extra turn after this one. TE 
Tolarian Winds Inst Le 


Discard your hand, then draw that many cards. US 
Tradewind Rider Su Spirit 1/4 36 
Flying. , Tap two creatures you control: Return target 
permanent to owner's hand. TE 


Treasure Trove Ench 266 
2 @: Draw a card. EX 
Turnabout Inst 266 


Tap or untap all artifacts, creatures, or lands target 
player controls. US 
Twiddle Inst e 
Tap or untap target artifact, creature, or land. ° 7widadle 
doesn’t prevent the target's controller from using the 
target; it forces him or her to use the target now, or 
not at all, *Abilities that trigger when the target 
becomes tapped (or untapped) trigger normally. ° This 
is a modal spell that’s played either to tap or to untap 
its target; it doesn’t simply toggle the target when it 
resolves, It can be Deflected from one type of perma- 
nent to another, but that won't change whether the tar- 
get is to be tapped or untapped. 5E 
Twitch Inst 26 
Tap or untap target artifact, creature, or land. Draw a 
card, TE 


Unstable Mutation EC ry 
Enchanted creature gets +3/+3. During its controller’ 

upkeep, put a -1/-1 counter on enchanted creature. 5E 
Unstable Shapeshifter Su Shapeshifter 0/1 3. 
Whenever any creature card or creature token comes 

into play, Unstable Shapeshifter becomes a copy of that 
card or token and gains this ability. TE 


Unsummon Inst : 
Return target creature to owner's hand. 5E 
Updraft Inst L¢@ 


Target creature gains flying until end of turn. Draw a 

card at the beginning of the next turn. ° You get the card 
even if the targeted creature already has flying. 5E 
Veil of Birds Ench Y 
When one of your opponents successfully casts a spell, 


Sor - Sorcery 
SC - Summon Creature 


a 


Title Type P/T 
if Veil of Birds is an enchantment, Veil of Birds becomes 
a 1/1 creature with flying that counts as a Bird. Veil of 
Birds is triggered by the successful casting of any 
spell by an opponent. Disenchant may successfully 
target Veil of Birds, but before Disenchant resolves 
and the enchantment would be destroyed, it ceases 
being a enchantment and becomes a creature 
instead. 


Veiled Apparition Ench 1 
When one of your opponents successfully casts a spell, 
if Veiled Apparition is an enchantment, Veiled Apparition 
becomes a 3/3 creature with flying and “During your 

upkeep, pay 1 or sacrifice Veiled Apparition” and 

that counts as an Illusion. *See Veil of Birds for related 
rulings. US 


Veiled Crocodile Ench 26 
When a player has no cards in hand, if Veiled Crocodile 
is an enchantment, Veiled Crocodile becomes a 4/4 crea- 
ture that counts as a Crocodile. *Veiled Crocodile will 
“awaken if any player's hand becomes empty even 
momentarily, such as while resolving Scroll Rack’s 
ability if a player exchanges their entire hand. Veiled 
Crocodile does not become a creature, however, until 
the event that empties that player's hand resolves 
completely. 


Veiled Sentry Ench € 
When one of your opponents successfully casts a spell, if 
Veiled Sentry is an enchantment, Veiled Sentry becomes 
a creature with power and toughness each equal to the 
total casting cost of that spell and that counts as an 
Illusion. *See Veil of Birds for related rulings. US 
26 


Veiled Serpent Ench : 
When one of your opponents successfully casts a spell, 
if Veiled Serpent is an enchantment, Veiled Serpent 
becomes a 4/4 creature that cannot attack unless 
defending player controls an island and that counts as a 
Serpent. Cycling 2'. «See Veil of Birds for related 
rulings. 


Vodalian Soldiers Su Merfolk 1/2 Le 


5E 
Volrath’s Curse EC 16 
Enchanted creature cannot attack, block, or play any 
ability requiring an activation cost. That creature’s con- 
troller may sacrifice a permanent to ignore this ability 
until end of turn. ‘t)@’: Return Volrath's Curse to 
owner's hand. 
Volrath’s Shapeshifter Su Shapeshifter 0/1 ee 
As long as the top card of your graveyard is a creature 
card, Volrath’s Shapeshifter is a copy of that card with 
this ability and the ability “2: Choose and discard a 
card” added to it. Any undefined characteristics are not 
copied. ‘2': Choose and discard a card 
Walking Dream —Sulilusion 3/3 36 
Walking Dream is unblockable. Walking Dream does not 
untap during your untap phase if any opponent controls 
two or more creatures, SH 


Wall of Air Su Wall 1/5 te 
Flying. 5E 
Wall of Tears Su Wall 0/4 Le 


If Wall of Tears blocks any creatures, return each of 

those creatures to owner’s hand at end of combat. SH 
Wayward Soul Su Spirit2@i@ 3/2 
Flying. “@): Put Wayward Soul on top of owner's by 


Whim of Volrath Inst e 
Buyback ‘2’. Change the text of target permanent by 

replacing all instances of one color word or basic land 

type with another until end of turn. *See Magical Hack 
for related rulings. TE 
Whiptongue Frog Su Frog 1/3 26 
‘@: Whiptongue Frog gains flying until end of turn. EX 


Whispers of the Muse Inst e 
Buyback 5). Draw a card. TE 
Wind Dancer Su Faerie 1/1 1¢€ 


Flying. «: Target creature gains flying until end of 4 


Wind Drake Su Drake 2/2 26 
Flying. TE 
Wind Spirit Su Spirit 3/2 46 


Flying. Wind Spirit cannot be blocked by only one crea- 
ture. 5E 
Windfall Sore 26 
Each player discards his or her hand and draws cards 
equal to the greatest number a player discarded ne 
way. 


Winged Sliver Su Sliver 1/1 Pre 
All Slivers gain flying. TE 
Wizard Mentor  SuWizard 2/2 26 


: Return Wizard Mentor and target creature you con- 
trol to owner's hand, US 
Zephid Sulllusion 3/4 4e@ 
Flying. Zephid cannot be the target of spells or eae 
pe lets Embrace EC 266 
Enchanted creature gets +2/+2, gains flying, and can- 
not be the target of spells or abilities, US 
Zephyr Falcon = SuFalcon _1/1 1 
Flying. Attacking does not cause Zephyr Falcon to tap. 5E 
Zur’s Weirdin Ench 36 
Players play with their hands face up. Whenever any 

player draws a card, any other player may pay 2 life to 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost : 


Title Type P/T Cost : 
force the drawing player to discard that card. This 
ability will trigger during each card-drawing event and 
will be played right after that event. This means that it 
often will be played in the middle of an effect's overall 
resolution, between separate events of that resolution. 
This is a forced discard, so Library of Leng and so 

forth apply. 5E 


Acidic Sliver Su Sliver 2/2 ee 
Each Sliver gains “2, Sacrifice this creature: This crea- 
ture deals 2 damage to target creature or player” © SH 
Crystalline Sliver SuSlver 2/2 *@ 
Slivers cannot be the target of spells or abilities. © SH 
Draceplasm Su Shapeshifter */* ee 
Flying. When you play Dracoplasm, sacrifice any num- 
ber of creatures. Dracoplasm comes into play with 
power equal to the total power of the sacrificed crea- 
tures and toughness equal to the total toughness of 
those creatures. @: Dracoplasm gets +1/+0 until end 
of turn. TE 


HOSE ’EM DOWN 


While Urza's Saga was in development, Mag 


most obvious solution was to take away the gi 


was waiting in the wings—Recurring Nightmar 


Hibernation Sliver Su Sliver 2/2 6® 
Each Sliver gains “2 Pay 2 life: Return this creature 
to owner's hand.” SH 


Lobotomy Sor 262 
Look at target player's hand and choose any of those 
cards other than a basic land. Search that player's 
graveyard, hand, and library for all copies of the chosen 
card and remove them from the game, That player 
shuffles his or her library afterwards, TE 
Ranger en-Vee — SuSoldier 2/2 
First strike. 4: Regenerate Ranger en-Vec, TE 


Segmented Wurm SuWum 5/5 3@@ 
Whenever Segmented Wurm is the target of a spell or 
ability, put a -1/-1 counter on it. TE 
Selenia, Dark Angel SuLegend 3/3 S*® 
Flying. Selenia, Dark Angel counts as an Angel, Pay 2 
life: Return Selenia to owner's hand. TE 
Sky Spirit 
Flying, first strike. TE 
Sliver Queen = SuLegend 7/7 XOPO@ 
Sliver Queen counts as a Sliver. 2': Put a Sliver token 
into play. Treat this token as a 1/1 colorless creature. SH 
Soltari Guerrillas Su Soldiers 3/2 20% 
Shadow. If Soltari Guerrillas assigns combat damage to 
any opponent, you may redirect that damage to target 
creature, TE 
Spined Sliver Su Sliver 2/2 @ 

If any Sliver is blocked, it gets +1/+1 until end of turn 
for each creature blocking it. SH 


1@* 


Su Spirit 2/2 Dee 


Inst lee 
Sacrifice a creature: Spontaneous Combustion deals 3 
damage to each creature. 


Vhati i/-Dal Sulegend 3/3 24@ 
®: Target creature's power or toughness is 1 until end 
of turn. TE 
Victual Sliver Su Sliver 2/2 Mae 


ea Sliver gains “ 2", Sacrifice this creature: Gain 4 
ife” 

Wood Sage Su Druid 1/1 26 
: Name a creature card. Reveal the top four cards of 
your library to all players. If any of those cards are the 
named card, put them into your hand. Put the rest into 
your graveyard. TE 


Abundance Ench 228 
Instead of drawing a card, you may choose land or non- 
land and reveal cards from your library until you reveal 
a card of the chosen kind. Put that card into your hand 
and put all other revealed cards on the bottom of your 
library in any order. US 


Acridian Su Insect 2/4 a 
Echo. US 
Albino Troll Su Troll 3/3 1® 
Echo. 1 #: Regenerate Albino Trall. US 
Aluren Ench 2a8 


Any player may play a creature card with total casting 
cost 3 or less whenever he or she could play an instant 
and without paying its casting cost. TE 
Anaconda Su Snake 
Swampwalk. 


3/3 3@ 
US 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


was concerned about the power of Living Death, 
What they didn’t know was that a more powertul 


would be just as unhappy about not having a gra 


Title 


An-Hawa Constablesu Constable 2/1+* 1@ 
An-Hawa Constable has toughness equal to 1 plus the 
number of green creatures in play. 5E 
Apes of Rath SuApes 5/4 29m 
If Apes of Rath attacks, it does not untap during your 
next untap phase. TE 


Type - P/T 


Argothian Elder SuElf 2/2 3a 
>: Untap two target lands. US 
jan EnchantressSu Enchantress 0/11 


Argothian Enchantress cannot be the target of spells or 
abilities. Whenever you successfully cast an enchant- 
ment spell, draw a card. US 


Argothian Swine Su Boars 3/3 38 
Trample. US 
Argothian Wurm = SuWurm 6/6 3 


Trample. When Argothian Wurm comes into play, any 
player may sacrifice a land to put Argothian Wurm on 
top of owner's library. U 
Aspect of Wolf EC i®@ 
Enchanted creature gets +*/+*, where * is equal to 
half the number of forests you control, rounded down 


Planar Void 


for power and up for toughness. *Wote that the “you” in 
the card text refers to the controller of the enchant- 
ment, who isn't necessarily the controller of the 
enchanted creature. 

Aurochs Su Aurochs 2/3 3m 
Trample. If Aurochs attacks, it gets +1/+0 until end of 
turn for each other Aurochs that is attacking. 5E 
Avenging Druid  SuDnid 13 2a 
If Avenging Druid damages any opponent, you may 
reveal cards from your library until you reveal a land 


card. Put that land into play and put all other revealed 
cards into your graveyard. EX 
Awakenin Ench 228 


At the beginning of each player's upkeep, untap all 4 


creatures and lands. 

Bayou Dragonfly Su lnsect 1/1 12 
Flying, swampwalk. TE 
Bequeathal EC Q 


If enchanted creature is put into any graveyard, draw 
two cards. EX 
Birds of ParadiseSu Mana Birds 0/1 a 
Flying. @: Add one mana of any color to your mana 

pool. Play this ability as a mana source. 5E 
Blanchwood Armor _—EC 22 
Enchanted creature gets +X/+X, where X is the number 
of forests you control. US 


Blanchwood Treefolksu Treefolk 4/5 


Broken Fall Ench 2@ 
Return Broken Fall to owner's hand: Regenerate target 
creature. TE 


+2 
US 


Bull Hippo Su Hippo 3/3 38 
Islandwalk. US 
Burgeoning Ench a 


Whenever any opponent plays a land, you may choose a 
land card from your hand and put it into play. 

Canopy Spider — SuSpider 1/3 1® 
Canopy Spider can block creatures with flying. TE 
Carapace EC 

Enchanted creature gets +0/+2. Sacrifice Carapace: 
Regenerate enchanted creature. 


Carnassid Su Beast 5/4 4@@ 
Trample. 1: Regenerate Carnassid. SH 
Carpet of Flowers —Ench @ 


During your main phase, you may add up to X mana of 
one color to your mana pool, where X is the number of 
islands target opponent controls. US 
Cartographer Su Townsfolk 2/2 28 
When Cartographer comes into play, you may return 

target land card from your graveyard to your hand. EX 


Cat Warriors Su Cat Warriors 2/2 1aem@ 
Forestwalk. 5E 
Cave Tiger SuCat 2/2 


28 
Whenever a creature blocks it, Cave Tiger gets +1/+1 
until end of turn. US 
Charging Rhino = SuRhinn 4/4 Sm 
Charging Rhino cannot be blocked by more than one 


Cost : 


| Crashing Boars 


Title Type P/T Cost 
creature. TE 
Child of Gaea SuElemental 7/7 3@@ 
Trample. During your upkeep, pay 4 or sacrifice 
Child of Gaea. 1: Regenerate Child of Gaea. US 
Choke Ench 
Islands do not untap during their controllers’ untap 
phases. 

Chub Toad SuToad = 1/1 2@ 
If Chub Toad blocks or is blocked, it gets +2/+2 until 

end of turn. 5E 
Citanul Centaurs Su Centaurs 6/3 3 


Echo. Citanul Centaurs cannot be the target of spells or 
abilities. US 
Citanul Hierophants Su Druids 3/2 38 
Each creature you control gains “<>: Add #® to your 

mana pool. Play this ability as a mana source.’ US 


Cockatrice Su Cockatrice 2/4 Sam 
Flying. If Cockatrice blocks or is blocked by any non- 
Wall creature, destroy that creature at end of combat. 
You can play triggered abilities even if the source 
leaves play after the ability triggers but before it 
resolves. So killing the Cockatrice once its ability has 
triggered won't save a creature scheduled to be 
destroyed. *Regenerating a creature doesn’t cancel 
abilities that are scheduled to apply to it, so a creature 
that regenerates from combat damage would still be 
destroyed, though it could regenerate again. * This abili- 
ty isn’t targeted, so abilities such as protection from 


|| green don't prevent the effect. 
| Constant Mists 


i Buyback-Sacrifice a land. Creatures deal no ome 


Inst 12 


damage this turn. 


Cradle Guard 


Trample, echo. 


Su Treefolk 4/4 1 
US 
Su Boars 4/4 (3:4 
If Crashing Boars attacks, defending player chooses an 
untapped creature he or she controls, That creature 
blocks Crashing Boars this turn if able. 
Craw Giant Su Giant 6/4 
Trample, rampage: 2. 
Craw Wurm 


Pee 
5E 

SuWum 6/4 4 
5E 


Crazed Armadon SuElephant 3/3 2@@ 
#®: Crazed Armadon gets +3/+0 and gains trample 
until end of turn. At end of turn, destroy Crazed 
Armadon. Use this ability only once each turn. TE 
Crossbow Ambush Inst a 
All creatures you control can block creatures with flying 
until end of turn. SH 


Crosswinds Ench i 
All creatures with flying get -2/-0. US 
Crumble Inst 

Destroy target artifact. That artifact’s controller gains an 
amount of life equal to its total casting cost. Creatures 
destroyed this way cannot regenerate this tum. 5E 
Desert Twister Sore aan 
Destroy target permanent. 5E 
Dirtcowl Wurm = SuWurm 3/4 
Whenever any opponent plays a land, put a +1/+1 
counter on Dirteowl Wurm. 

Durkwood Boars Su Boars 4/4 aa 
Earthcraft Ench 


c 1 
Tap an untapped creature you control: Untap target 
basic land. TE 
Eladamri, Lord of Leaves Su Legend 2/24 
All Elves gain forestwalk. Elves cannot be the target of 
spells or abilities, TE 
Eladamri’s Vineyard — Ench 
At the beginning of each player's main phase, add 
@ to that player's mana pool. 
Elder Druid SuCleric 2/2 am 
3 @, © Tap or untap target artifact, creature, or a 
i] 


Elven Palisade Ench 

Sacrifice a forest: Target attacking creature gets 

-3/-0 until end of turn. 

Elven Riders Su Riders 3/3 apap 
Elven Riders cannot be blocked except by Walls or 
creatures with flying. 5E 
Elven Rite Sore 

Put two +1/+1 counters, distributed any way you 


i1@ 


choose, on any number of target creatures. 

Elven Warhounds Su Hounds 2/2 3a 
If Elven Warhounds is blocked by any creature, put that 
creature on top of owner’s library. TE 
Elvish Archers Su Elves 2/1 12 
First strike. 5E 
Elvish Berserker Sue 1 2 
For each creature that blocks it, Elvish Berserker gets 
+1/+1 until end of turn. EX 
Elvish Fury nst ® 
Buyback 4. Target creature gets +2/+2 until end of 
turn. TE 
Elvish Herder SuEf 1M 2 
>: Target creature gains trample until end of turn. US 
Elvish Lyrist SuElf 1/1 a 


®, ©, Sacrifice Elvish Lyrist: Destroy target 


ee ® 
Title Type P/T Cost i 

enchantment. US 
Endangered Armodonsu Elephant 4/5 2e@ 
If you control any creature with toughness 2 or less, 
sacrifice Endangered Armodon. 

Endless Wurm = SuWum 99 3@@ 
Trample. During your upkeep, sacrifice an enchantment 
or sacrifice Endless Wurm. US 
Exploration Ench 2 
You may play an additional land each turn. US 
Fecundity Ench 2a 


Whenever a creature is put into a graveyard from play, 
that creature’s controller may draw a card. US 


Fertile Ground EL 1@ 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional one mana of any color. 


Flailing Drake Su Drake 2/3 38 
Flying. If Flailing Drake blocks or is blocked by any 
creature, that creature gets +1/+1 until end of turn.TE 
og Inst 2 
Creatures deal no combat damage this turn. 5E 


Force of Nature SuForce 9/8 2eam@ 
Trample. During your upkeep, pay 44 or Force 
of Nature deals 8 damage to you. * You aren't required 
to pay this upkeep cost. If you decline to do so, the 

resulting damage can be prevented or redirected 
normally. 5E 


Fortitude EC 1 
When Fortitude is put into a graveyard from play, return 
Fortitude to owner's hand. Sacrifice a forest: 

Regenerate enchanted creature. 


Foxfire Inst 2@ 
Untap target attacking creature. That creature neither 
deals nor receives combat damage this turn. Draw a 
card at the beginning of the next turn, 


Frog Tongue EC 
When Frog Tongue comes into play, draw a card. 
Enchanted creature can block creatures with flying. TE 


Fugitive Druid Su Druid 3/2 3m 
Whenever any player successfully casts an enchantment 
spell that targets Fugitive Druid, draw a card. 


Fungusaur Su Fungusaur 2/2 3m 
At the end of any turn in which Fungusaur was dam- 
aged, put a +1/+1 counter on it. /f Fungusaur suffers 
damage and then regenerates, it still gets its counter, 
as it was damaged but not put into any graveyard. 5E 


Fyndhorn Elder SuElt 1/1 20 
Add #4 to your mana pool. Play this ability as a 
mana source, 5E 


Gaea’s Bounty Sore 20 
Search your library for up to two forest cards, reveal 
them, - put them into your hand. Shuffle your library 
aera ard. US 

jaea’s Embrace EC 22@ 
Enchanted creature gets +3/+3 and gains tramole. nd 
Regenerate enchanted creature. 


Ghazban Ogre Su Ogre 2/2 i 
During your upkeep, if a player has more life than any 
other, he or she gains control of Ghazban Ogre. ° This 
ability i is played as an instant, doesn’t count life totals 
until it resolves, and overrides previous control effects. 
e/f there's a tie for highest life total when the effect 


resolves, the Ogre's controller doesn’t change. 5E 
Giant Growth Inst @ 
Target creature gets +3/+3 until end of turn. 5E 
Giant Spider Su Spider 2/4 3@ 
Giant Spider can block creatures with flying. 5E 
Gorilla Warrior SuApe 3/2 2 e 
Greater Good Ench 22a 


Sacrifice a creature: Draw cards equal to the sacrificed crea- 
ture’s power, then choose and discard three cards. US 


Greener Pastures —_Ench 20 
During each player's upkeep, if that player controls 
more lands than any other, the player puts a Saproling 
token into play under his or her control. Treat this token 
as a 1/1 green creature. US 
Grizzly Bears Su Bears 2/2 18 
5E 
Harrow Inst 2@ 
Sacrifice a land: Search your library for up to two basic 
land cards and put those lands into play. Shuffle your 
library afterwards, TE 
Hawkeater Moth Suinsect 1/2 3@ 
Flying. Hawkeater Moth cannot be the target of spells 
or abilities. US 


Heartwood Dryad SuDryad 2/1 r® 
Heartwood Dryad can block wees with shadow. TE 


Heartwood Giant SuGiant 4/4 oem 
©, Sacrifice a forest: Heartwood Giant deals 2 damage 
to target player. TE 
Heartwood Treefolk Su Treefolk 3/4 2am 
Forestwalk. TE 
Hermit Druid SuDuid 1/1 12 


, ©: Reveal cards from the top of your library until 
you reveal a basic land card. Put that card into your 
hand and put all other revealed cards into your grave- 
yard. SH 


Hidden Ancients Ench 1@ 
When one of your opponents successfully casts an 
/ 
A 
ve 


Title Type P/T 
enchantment spell, if Hidden Ancients is an enchant- 
ment, Hidden Ancients becomes a 5/5 creature that 
counts as a Treefolk. 


Hidden Guerrillas = Ench cS 
When one of your opponents successfully casts an arti- 
fact spell, if Hidden Guerrillas is an enchantment, 

Hidden Guerrillas becomes a 5/3 creature with trample 
and that counts as a Soldier. US 


Hidden Herd Ench 

When one of your opponents plays a nonbasic land, if 
Hidden Herd is an enchantment, Hidden Herd becomes 
a 3/3 creature that counts as a Beast. US 


Hidden Predators — Ench 

When one of your opponents controls a creature with 
power 4 or greater, if Hidden Predators is an enchant- 
ment, Hidden Predators becomes a 4/4 creature that 
counts as a Beast. US 


Hidden Spider Ench 

When one of your opponents successfully casts a crea- 
ture with flying, if Hidden Spider is an enchantment, 
Hidden Spider becomes a 3/5 creature that can block 
creatures with flying and that counts as a Spider. US 


Hidden Stag Ench 1@ 
Whenever one H your opponents plays a land, if Hidden 
Stag is an enchantment, Hidden Stag becomes a 3/2 
creature that counts as a Beast. Whenever you play a 
land, if Hidden Stag is a creature, Hidden Stag becomes 
an enchantment. US 


Horned Sliver Su Sliver 2/2 2 
All Slivers gain trample. TE 
Hungry Mist Su Mist 6/2 2 


During your upkeep, pay 44 or bury Hungry Mist. 5E 
Hurricane Sorc x® 
Hurricane deals X damage to oat creature with flying 

and each player. 5E 


Hush Sore 38 
Destroy all enchantments. Cycling @. US 
Instill Energy EC c) 


Enchanted nets is unaffected by summoning sick- 
ness. 0; Untap enchanted creature. Use this ability only 
during your turn and only once each turn. */nstill 
Energy's ability is played as an instant, not as an inter- 
rupt, So it can't be used during the casting of a spell or 
ability. Untapping the enchanted creature is an ability of 
the enchantment, not an ability granted to the creature, 
$0 it's the controller of the enchantment who plays the 
ability. 5E 
Ironroot Treefolk Su Treefolk 3/5 4 ba 


Jackalope Herd  SuBeasts 4/5 38 
If Lan, play any spell, return Jackalope Herd to ssn 


Jontull Wurm Su Wurm 6/6 5 
For each creature assigned to block it beyond the first, 
Johtull Wurm gets -2/-1 until end of turn. E 
Keeper of the BeastsSu Wizard 1/2 @m@ 
®, =: Put a Beast token into play. Treat this token as 
a 2/2 green creature. Play this ability only if target 
opponent controls more creatures than you. 

Killer Bees SuBees 0/1 1@ 
Flying. @: Kier Bees gets +1/+1 until end of turn. 5E 
Krakilin Su Beast 0/0 x@@ 
Krakilin comes into play with X +1/+1 counters on it. 

1 @: Regenerate Krakilin. TE 


Ley Druid Su Cleric 1/1 2a 
: Untap target land. 5E 
Lhurgo Su Lhurgoyf */14+* 2am 


Lhurgoyf has power equal to the number of creature 
cards in all graveyards and toughness equal to 1 plus 
the ae of creature cards in all graveyards. bE 


Lifefo Ench ae 
pb st tat target black spell. Play this ability as an 
interrupt. 5E 
Living Artifact EA 

For each 1 damage dealt to you, put a vitality counter on 
Living Artifact. Remove a vitality counter from Living 
Artifact: Gain 1 life. Use this ability only during your 
upkeep and only once each tun. * The counters are placed © 
on the enchantment, not on the artifact. Therefore, multi- 
ple copies of Living Artifact don’t share counters, though 
each copy will get the full number of counters whenever 
you're damaged. «Remember that enchantments moved 
around by Enchantment Alteration and such are treated as 
being just played, so a Living Artifact that’s moved in this 
way loses its counters. 5E 
Living Lands Ench 32 
All forests are 1/1 creatures. (These creatures still count 
as lands.) «Note that animating the forests doesn’t 
change their color. Living Land's ability affects all forests, 
regardless of who controls them and regardless of 
whether they also count as another land type. 5E 
Llanowar Elves = SuEWves 1/1 a 
&: Add @ to your mana pool. Play this ability as a 
mana source. 5E 
Lowland Basilisk Su Basilisk 1/3 
Whenever Lowland Basilisk damages any creature, 
destroy that creature at end of combat. 

Lull Inst 12 
aes deal no combat damage this turn. 

Cycling 2 


2@ 


Cost 


AC - Artifact Creature 
Art - Artifact 


VLE FPLMTFER 3 UULIVEe 


Title Type P/T, 


Lure EC Lee 
All creatures able to block enchanted creature do so. 
The defending player isn’t required to make it legal for 
a defending creature to block an attacker enchanted 
with Lure. For example, if the attacker has flying, the 
defending player isn’t required to power up his or her 
Telethopter so that it can block. 5 
Manabond Ench 

During your discard phase, you may choose to put all 
land cards from your hand into play. If you do, discard 
the rest of your hand. E 
Marsh Viper Su Viper 1/2 3m 
If Marsh Viper damages any player, he or she gets two 
poison counters. If any player has ten or more poison 
counters, he or she loses the game. 5E 
Midsummer Revel —Ench 388 
During your upkeep, you may put a verse counter on 
Midsummer Revel. #, Sacrifice Midsummer Revel: Put 
X Beast tokens into play, where X is the number of 
verse counters on Midsummer Revel. Treat these tokens 
as 3/3 green creatures. US 
Mirri, Cat Warrior Su Legend 2/3 To 
Mirri, Cat Warrior counts as a Cat Warrior. First strike; 
forestwalk. Attacking does not cause Mirri to tap. EX 


Mirri’s Guile Ench a 
During your upkeep, you may look at the top three cards 
of your library and put them back in any order. 


Mongrel Pack = SuHounds 4/1 38 
If Mongrel Pack is put into any graveyard from play 
during combat, put four Hound tokens into play. Treat 
these tokens as 1/1 green creatures. TE 
Mulch Sore 1 
Reveal the top four cards of your library to all players. 
Put any of those cards that are lands into your hand 
and the rest into your graveyard. SH 


Muscle Sliver Su Sliver 1/1 1@ 
All Slivers get +1/+1. TE 
Natural Spring Sore er 
Target player gains 8 life. TE 
Nature’s Lore Sore 


2 
Search your library for a forest card and put that card 
into play. Shuffle your library afterwards. *Mature’s Lore 
isn’t restricted to basic forests. You can search for and 
play any land that counts as a forest. SE 
Nature’s Revolt Ench 322 
All lands are 2/2 creatures. (These creatures still count 
as lands.) TE 
Needle Storm Sorc 2a 
jake Storm deals 4 damage to each creature We 
lying, 
Nurturing Licid = Sulicid 1/1 1 : 
®, >: Nurturing Licid loses all abilities and becomes a 
creature enchantment that reads “@®: Regenerate 
enchanted creature” instead of any other type of perma- 
nent. Move Nurturing Licid onto target creature. You may 
pay # to end this effect. See Transmogrifying Licid for 
related rulings. TE 
Oath of Druids Ench 1@ 
During each player's upkeep, if that player controls fewer 
creatures than target opponent, the player may reveal 
cards from his or her library until he or she reveals a crea- 
ture card. The player puts that creature into play under his 
or her control and all other revealed cards into his or her 
graveyard. EX 
Overgrowth EL 2m 
Whenaer enchanted land is tapped for mana, it pro- 
duces an additional 44. SH 
Overrun 29a@ 
All creatures you control get an and gain trample 
until end of turn. TE 
Pincher Beetles Su Insects 3/1 2 
Pincher Beetles cannot be the target of spells or abili- 
ties. TE 
Plated Rootwalla Su Lizard 3/3 4@ 
2 @: Plated Rootwalla gets +3/+3 until end of turn. 
Play this ability only once each turn. EX 
Pouncing Jaguar  SuCat 2/2 e 
Paes Gypsies Su Gypsies 1/1 2 
1 ®, ©: Target creature gets - 0 until end of 

turn. 
Predatory Hunger ft 
Whenever any opponent successfully casts a creature 
spell, put a +1/+1 counter on enchanted creature. EX 
Priest of Titania = Suef 1/1 te 
>: Add @ to your mana pool for each Elf in play. Play 
this ability as a mana source. US 
Primal Order Ench 228 
During each player’s upkeep, Primal Order deals to that 
player an amount of damage equal to the number of 
nonbasic lands he or she controls. 5E 
Primal Rage Ench 1@ 
All creatures you control gain trample. SH 
Provoke Inst be 
Untap target creature you do not control. That creature 
blocks this turn if able. Draw a card. SH 

my Troll Su Troll 1/1 1@ 
For ak creature that blocks it, Pygmy Troll es tees 
until end of turn. 4: Regenerate Pygmy Troll. 


MS - Mana Source 
Su - Summon 


Cost 


Ench - Enchantment 
Inst - Instant 


Title Cost 


Rabid WolverinesSu Wolverines 4/4 Sana 
For each creature that blocks it, Rabid Wolverines gets 
+1/+1 until end of turn. EX 
Rabid Wombat SuWombat 0/1 2@@ 
Attacking does not cause Rabid Wombat to tap. Rabid 
Wombat gets +2/+2 for each creature enchantment : 
on it. 5 


Type P/T 


ag ae Spirit Su Spirit 3/2 3@ 
arget creature loses flying until end of turn. © 5E 
Rampant Growth Sore 


1@ 
Search your library for a basic land card and put that land 
into play, tapped. Shuffle your library afterwards. 
Reality Anchor Inst 1® 
Target creature loses shadow until end of turn. Draw a 
card. TE 
Reap Inst 1@ 
Return any number of target cards from your graveyard to 
your hand. You cannot choose more cards than the number 
of black permanents target opponent controls. TE 
Reclaim Inst 
Put target card from your graveyard on top of your 
library. EX 
Recycle - Ench 4e@ 
Skip ioe draw phase. Whenever you play a card, draw 
a card. During your discard phase, choose and discard 
all but two cards. T 


iayeneratien EC 1@ 
egenerate enchanted creature. 5E 
Rejuvenate Sore 3 ° 
Gain 6 life. Cycling 2. 

Respite Inst 


in 
Creatures deal no combat damage this turn. Gain ; life 
for each attacking creature. TE 
Resuscitate Inst 1@ 
Until end of turn, each creature you control gains “1: 
Regenerate this creature.’ EX 
Retaliation Ench 2@ 
Each creature you control gains “Whenever a creature 

blocks it, this creature gets +1/+1 until end of tum” US 


Rootbreaker Wurm SuWurm 6/6 Se 
Trample. TE 
Rootwalla Su lizard 2/2 20 
1)@: Rootwalla gets +2/+2 until end of turn. Use this 
sal Ror only once each turn. TE 

Aliga ator Su Alligator 3/2 am 
ecco a forest: Regenerate Rootwater Alligator. EX 
Root Maze _ Ench e 
All artifacts and lands come into play tapped. TE 
Scaled Wurm Su Wurm 7/6 th 2 


—— FolkSu Scavenger Folk 1/1 ry 
acrifice Scavenger Folk: Destroy target a 


fact. 

Scragnoth SuBeast 3/4 4@ 
Protection from blue. While Scragnoth is being cast, it 
cannot be countered. TE 
Scryb Sprites Su Faeries 1/1 g 
Flying, 5E 
Seeker of Skybreak SuEif 2/1 1@ 
: Untap target creature. TE 
Shanodin Dryads Su Nymphs 1/1 @ 
Forestwalk. 5E 
Shrink Inst @ 
Target creature gets -5/-0 until a of turn. 5E 
Skyshroud Archer Su Elf 


WW ® 
©: Target creature with flying gets -1/-1 until end of 
turn. SH 
Skyshroud Elf Suef 1/1 Le 
&: Add @ to Na mana pool. Play this ability as a 
mana source. 1): Add @ or #* to your mana pool. 
Play this abit) as a mana source. TE 
Skyshroud Elite  SuEWes 1/1 2 
Skyshroud Elite gets +1/+2 as long as any opponent 
controls any nonbasic lands, EX 
Skyshroud Ranger Suef 1/1 

: Choose a land card in your hand and put that land 
into play. Play this ability as a sorcery. TE 


oe Troll = SuGiant 3/3 2am 
Regenerate Skyshroud Troll. TE; 
Skyshroud Troopers Su Elves 3/3 38 


&: Add to your mana pool. Play this ability as a 
mana source. SH 
Skyshroud War BeastSu Beast */* ra 
Trample. Skyshroud War Beast has power and tough- 
ness each equal to the number of nonbasic lands target 
opponent controls. EX 
Song of Serenity Ench re 
Creatures with any enchantments on them cannot 
attack or block. 

Spike Breeder Su Spike 0/0 3a 
Spike Breeder comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Breeder: Put a +1/+1 counter on target creature. 2, 
Remove a +1/+1 counter from Spike Breeder: Put a 
Spike token into play. Treat this token as a 1/1 green 
creature. SH 
X Spike Colony Su Spike 0/0 a@ 
Spike Colony aie into play with four +1/+1 counters 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T 


on it. 2, Remove a +1/+1 counter from Spike Colony: 
Put a +1/+1 counter on target creature. SH 


Spike Drone Su Spike 0/0 cs 
Spike Drone comes into play with one +1/+1 counter 
on it. 2, Remove a +1/+1 counter from Spike Drone: 
Put a +1/+1 counter on target creature. TE 
Spike Feeder Su Spike 0/0 1@ 
Spike Feeder comes into play with two +1/+1 counters 
on it, 2, Remove a +1/+1 counter from Spike Feeder: 
Put a +1/+1 counter on target creature. Remove a +1/+1 
counter from Spike Feeder: Gain 2 life. H 
Spike Hatcher Su Spike 0/0 oe 
Spike Hatcher comes into play with six +1/+1 counters 


on it. 2, Remove a +1/+1 counter from Spike Hatcher: 


Put a +1/+1 counter on target creature. 1, Remove a 
+1/+1 counter from Spike Hatcher: Regenerate Spike 
Hatcher. EX 


Spike Rogue Su Spike 0/0 1m 
Spike Rogue comes into play with two +1/+1 counters 
on it, 2, Remove a +1/+1 counter from Spike Rogue: 
Put a +1/+1 counter on target creature. 2, Remove a 
+1/+1 counter from any creature you control: Put a 
+1/+1 counter on Spike Rogue. EX 


Spike Soldier Su Spike 0/0 20 
Spike Soldier comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Soldier: Put a +1/+1 counter on target creature, 
Remove a +1/+1 counter from Spike Soldier: Spike 
Soldier gets +2/+2 until end of turn. 


Spike Weaver SuSpike 0/0 2m 
Spike Weaver comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Weaver: Put a +1/+1 counter on target creature. 1, 
Remove a +1/+1 counter from Spike Weaver: Creatures 
deal no combat damage this turn. EX 


Spike Worker Su Spike 0/0 2— 
Spike Worker comes into play with two +1/+1 counters 


on it, 2, Remove a +1/+1 counter from Spike Worker: 
Put a +1/+1 counter on target creature. SH 
Spined Wurm SuWurm 5/4 4 2 
Sporogenesis Ench 3m 


During your upkeep, you may put a fungus counter on 
target nontoken creature. Whenever a creature with a 
fungus counter on it is put into a graveyard, put a 
Saproling token into play for each of those fungus 
counters. Treat these tokens as 1/1 green creatures. 
When Sporogenesis leaves play, remove all fungus 
counters from all creatures. 


Spreading Algae EL a 
Play Spreading Algae only on a swamp. When enchant- 
ed land becomes tapped, destroy that land. When 
Spreading Algae is put into a graveyard from play, 
return Spreading Algae to owner's hand. 

Stampede Inst 1ae 
All attacking creatures get +1/+0 and gain trample 
until end of turn. 


Storm Front Ench Cy 
#®®: Tap target creature with flying. TE 
Stream of Life Sore x®@ 
Target player gains X life. 5E 
Survival of the Fittest Ench 1@ 


®, Choose and discard a creature card: Search your 
library for a creature card, reveal that card to all play- 
ers, and put it into your hand. Shuffle your library 
afterwards. 


Sylvan Library Ench 1® 
0: Draw two cards, then choose any two cards in your 
hand drawn this turn. For each of those cards, pay 4 life 
or put that card back on top of your library. Use this 
ability only during your draw phase and only once each 
turn. ¢ Sylvan Library does not modify your normal draw 
for the turn. Each Sylvan Library has an ability that 
enables you to draw two cards, then put two drawn 
cards back and/or pay life. Each such ability is played 
separately. If two Libraries are used in succession, the 
first effect to resolve does so fully before the next one 
resolves. In other words, you would draw two cards, put 
two cards back, then draw those two cards again. 
Abilities that trigger when a card is drawn will be 
played after the cards are drawn but before you choose 
cards to keep or put back. You pay life only if you 
choose a card in your hand and decide to keep it, not 
directly as a penalty for not putting cards back, so if 
something removes the cards from your hand before 
you would choose them, you won't have to pay life to 
“keep” them. 5E 
Symbiosis Inst 1@ 
Two target creatures each get +2/+2 until end of a 


Tarp Su Tarpan 1/1 co 
If Tarpan is put into any graveyard from play, gain 1 : 
ife. 5 


life. 

ene Licid Su Licid 2/2 2 
®, ©: Tempting Licid loses all abilities and becomes a 
creature enchantment that reads “All creatures able to 
block enchanted creature do so” instead of a creature. 
Move Tempting Licid onto target creature. You may pay 
® to end this effect. *See Transmogrifying Licid for 
related rulings. SH 


Thicket Basilisk SuBasilisk 2/4 3@@ 
If Thicket Basilisk blacks or is blocked by any non-Wall 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost 3 


_ Treetop Rangers 


Title Type P/T Cost : 
creature, destroy that creature at end of combat. *See 
Cockatrice for related rulings. 5E 
Titania’s Boon Sorc 38 
Put a +1/+1 counter on each creature you control. US 


Titania’s Chosen = SuE 1/1 28 
Whenever a player successfully casts a green spell, put 
a +1/+1 counter on Titania’s Chosen. US 
Titania's Song Ench 3m 
Each noncreature artifact loses its abilities and is an 
artifact creature with power and toughness each equal 
to its total casting cost. If Titania's Song leaves play, 
this effect continues until end of turn. * While Titania's 
Song is in play, none of the text in any artifact's text 
box has any effect on the game. Even upkeep costs are 
erased by the Song's effect. However, the text is still 
there, so you can still edit it with Mind Bend, for oa 
5 


ple. 
Trained Armadon Su Elephant 3/3 en 


Tranquility Sorc 2% 
Destroy all enchantments. 5E,TE 
Treefolk Seedlings Su Treefolk 2/* 2 
Treefolk Seedlings has toughness equal to the number 

of forests you control. US 


Su Elves 2/2 2e 


WE MADE IT UP 


Arthur Conan Doyle's Dr. Watson. 


Treetop Rangers cannot be blocked except by creatures 
with flying. US 
Trumpeting Armadon Su Elephant 3/3 3% 
1 ®: Target creature blocks Trumpeting Armadon this 
turn if able. TE 


Tsunami Sore 38 
Destroy all islands. 5E 
Untamed Wilds Sore 2 


Search your library for a basic land card and put that 
card into play. Shuffle your library afterwards. 5E 


Venom EC 1ee 
If enchanted creature blocks or is blocked by any non- 
Wall creature, destroy that creature at end of combat. 
*See Cockatrice for related rulings. «Venom’s ability 
triggers only when blockers are declared. For example, 
moving Venom around with Enchantment Alteration 
won't trigger its ability after blockers have been 
declared, nor will it cancel instances of its ability that 
have already triggered. 5E 


Venomous Fangs EC 28 
Whenever enchanted creature successfully deals dam- 
age to a creature, destroy that creature. US 


Verdant Force SuElemental 7/7 Sm 
During each player’s upkeep, put a Saproling token into 
play. Treat this token as a 1/1 green creature. *Each 
player plays the upkeep ability during his or her own 
turn, but Verdant Force's controller still controls the 
ability and therefore controls the Saproling token put 
into play. TE 
Verdant Touch Sorc 1” 
Buyback 3. Target land becomes a 2/2 creature per- 
manently. SH 


Verdigris Inst 2% 
Destroy target artifact. TE 
Verduran EnchantressSu Enchantress0/2 1 


0: Draw a card. Use this ability only when you suc- 
cessfully cast an enchantment spell and only once for 
each such spell. * Verduran Enchantress’s ability won't 
trigger on an enchantment being moved from one 
target to another: as far as the Enchantress is con- 
cerned, the enchantment is simply moving around, not 
being played again. 5E 
Vernal Bloom Ench 3a 
Whenever a forest is tapped for mana, it produces an 
additional #. US 
Volrath’s Gardens —_Ench 1@ 
2, Tap a creature you control: Gain 2 life. Play this 
ability as a sorcery. SH 
Wall of Blossoms SuWall 0/4 1@ 
When Wall of Blossoms comes into play, draw a card. SH 


Wall of Brambles Su Wall 2/3 2a 
®: Regenerate. 5E 
Wanderlust EC 2 


During the upkeep of enchanted creature’s controller, 
Wanderlust deals 1 damage to him or her. E 
War Dance Ench 2 
During your upkeep, you may put a verse counter on 
War Dance. Sacrifice War Dance: Target creature gets 
+X/+X until end of turn, where X is the number of 
verse counters on War Dance. 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Though Urza dates all the way back to Alpha, Tawnos 
first mentioned in the Antiquities expansion. Where a 
they get such imaginative names? Since Tawnos is 
Urza's assistant, it was decided that his name should 

he an anagram of another famous assistant’s—Sir 


Title Type P/T Cost : 
War Mammoth Su Mammoth 3/3 3a 
Trample. 5E 
Whirling Dervish Su Dervish 1/1 ae 


Protection from black. If Whirling Dervish damages 
any opponent, put a +1/+1 counter on it at end of 
turn. °/f Whirling Dervish damages an opponent, it will 
get a counter at end of turn, even if it’s under the 
control of that player at that time. Also, it can get 
more than one counter during the same turn if it man- 
ages to damage a player on more than one occasion 
during that turn. 5E 


Whirlwind Sore 202 
Destroy all creatures with flying. US 
Wild Dogs Su Hounds 2/1 2 


During your upkeep, if a player has more life than any 
other, that player gains control of Wild Dogs. Sa 
2 


Wild Growth EL 2 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional #. » Wild Growth is simply trigger- 
ing when appropriate rather than modifying the land's 
abilities, So Contamination doesn't override this ability, 
it doesn't allow a Reflecting Pool to produce ®, ae 
$0 on. 


Winding Wurm = SuWum 6/6 4 @ 
Echo. US 
Winter Blast Sore xe 


Tap X target creatures. Winter Blast deals 2 damage to 
each of those creatures with flying. * Winter Blast may 
target creatures that are already tapped. It will deal 2 
damage to each such creature that has flying. *Note that 
whether a creature has flying or not is checked when 


Winter Blast resolves, not when it’s played. 5E 
Winter's Gras Sore lee 


Destroy target land. TE 


Wolverine PackSu Wolverine Pack 2/4 2 
Rampage: 2. 5E 
Wood Elves SuEles 1/1 2m 


When Wood Elves comes into play, search your library 
for a forest card and put that forest into play. Shuffle 
your library afterwards. EX 


Wyluli Wolf Su Wolf 1/1 1% 
Target creature gets +1/+1 until end of turn. 5E 


| LANDS | 


Adarkar Wastes Land 

&: Add one colorless mana to your mana pool. >: Add 
%* or @ to your mana pool. Adarkar Wastes deals 1 
damage to you. °Al/ Jand abilities that produce mana are 
played as mana sources, even if the effect does some- 
thing else, such as damaging you. 5E 
Ancient Tomb Land 

©: Add two colorless mana to your mana pool. Ancient 
Tomb deals 2 damage to you. *See Adarkar Wastes for 
related rulings. ie 
Blasted Landscape —_Land 

: Add one colorless mana to your mana pool. ma 
2 


Bottomless Vault Land 

Bottomless Vault comes into play tapped. You may 
choose not to untap Bottomless Vault during your 
untap phase and put a storage counter on it instead. 
&, Remove X storage counters from Bottomless 
Vault; Add an amount of 4 equal to X to your mana 
pool. * This land gets a counter if it is tapped when 
you play the untap phase ability and you decline to 
untap it, even if an effect such as Winter Orb’s would 
have prevented it from untapping. Whether the land 
was untapped at the beginning of untap is unimpor- 
tant. If you skip your untap phase, the land does not 
get a counter. ° Tapping a storage land to remove zero 
counters is still tapping it for mana, so effects like 
Mana Flare’s will trigger, producing mana as appropri- 
ate. «Effects that simply tap a storage land won't 
drain it of its counters. Effects that force the land to 
produce mana, such as Power Sink’s, will cause all of 
its counters to be removed and the appropriate 
amount of mana to be produced. *A continuous effect 
such as Blood Moon's doesn’t convert lands until after 


Title Type P/T Cost 
they enter play. This land will enter play tapped and 
then become a mountain. *Changing a land into 
another type doesn’t remove any counters that are on 
the land. However, storage counters will be useless 
until the land reverts to normal. 5E 
Brushland Land 

®: Add one colorless mana to your mana pool. @: @& 
or 3 to your mana pool. Brushland deals 1 damage to 
you, *See Adarkar Wastes for related rulings. 5E 


Caldera Lake Land 

Caldera Lake comes into play tapped. @: Add one col- 
orless mana to your mana pool. <>: Add @ or @ to 
your mana pool. Caldera Lake deals 1 damage to you. 
See Adarkar Wastes for related rulings. TE 
Cinder Marsh Land 

&: Add one colorless mana to your mana pool. +: 
Add # or @ to your mana pool, Cinder Marsh does 
Not untap during your next untap phase. E 
City of Brass Land 

Whenever City of Brass becomes tapped, it deals 1 
damage to you. @: Add one mana of any color to your 
mana pool, *Note that City of Brass deals 1 damage to 
its controller if it becomes tapped for any reason, i 


E just as a side effect of producing mana. 


City of Traitors Land 
If you play a land, sacrifice City of Traitors, «: Add two 
colorless mana to your mana pool. EX 


rifting Meadow 
e 


Land 
Drifting Meadow comes into play tapped. : Add % to 
your mana pool. Cycling 2. US 


1) Dwarven Hold Land 
|| Dwarven Hold comes into play tapped. You may choose 


not to untap Dwarven Hold during your untap phase 
and put a storage counter on it instead. @, Remove X 
storage counters from Dwarven Hold: Add an amount of 
@ equal to X to your mana pool. *See Bottomless Vault 
for related rulings. 5E 
Dwarven Ruins Land 

Dwarven Ruins comes into play tapped. @: Add @ to 
your mana pool. @, Sacrifice Dwarven Ruins: Add 
@@ to your mana pool. 

Ebon Stronghold Land 

Ebon Stronghold comes into play tapped. : Add & to 
your mana pool. @, Sacrifice Ebon Stronghold: Add 
© to your mana pool. 5E 


Forest Land 
©: Add 4 to your mana pool. 
Gaea’s Cradle LLand 
: Add to your mana pool for each creature you 
control. US 


Ghost Town Land 

@: Add one colorless mana to your mana pool. 0: 
Return Ghost Town to owner's hand. Use this ability 
only during another player's turn. 

Havenwood Battleground Land 

Havenwood Battleground comes into play tapped. +: 
Add # to your mana pool. &, Sacrifice Havenwood 
Battleground: Add #4 to your mana pool. OE 
Hollow Trees Land 

Hollow Trees comes into play tapped. You may choose 
not to untap Hollow Trees during your untap phase and 
put a storage counter on it instead. «, Remove X stor- 
age counters from Hollow Trees: Add an amount of # 
equal to X to your mana pool. *See Bottomless Vault for 
related rulings. 5E 


Icatian Store Land 

Icatian Store comes into play tapped. You may choose 
not to untap Icatian Store during your untap phase and 
put a storage counter on it instead. «, Remove X stor- 
age counters from Icatian Store: Add an amount of 
equal to X to your mana pool. *See Bottomless Vault for 
related rulings. 5E 
Ice Floe Land 

You may choose not to untap Ice Floe during your 
untap phase. : Tap target creature without flying that 
is attacking you. As long as Ice Floe remains tapped, 
that creature does not untap during its controller's 
untap phase. 5E 


Island Land 
: Add @ to your mana pool. 
Karplusan Forest Land 
&: Add one colorless mana to your mana pool. @: 
Add @ or to your mana pool. Karplusan Forest 
deals 1 damage to you. *See Adarkar Wastes for relat- 
ed rulings. 5E 
Maze of Shadows Land 
: Add one colorless mana to your mana pool. >: 
Untap target attacking creature with shadow. That 
creature neither deals nor receives combat damage this 
turn. TE 
Mogg Hollows Land 
&: Add one colorless mana to your mana pool. +: 
Add @ or # to your mana pool. Mogg Hollows does 
not untap during your next untap phase. TE 
Mountain Land 
: Add @ to your mana pool. 
Phyrexian Tower Lland 
: Add one colorless mana to your mana pool. , 
Sacrifice a creature: Add 44 to your mana pool. US 
Pine Barrens Land 

Pine Barrens comes into play tapped. @: Add one 


5E,TEUS 


5E,TE,US 


5E,TE,US 
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Concerning PC Games 
Which of the following PC games do you own/play? (check all that apply) 


Total Annihilation Tomb Raider 2/3 Age of Empires 
1 Final Fantasy VII Myth/Myth 2 Jedi Knight 
StarCraft 7 Heroes of Might & Magic 2/3 CL) Baldur’s Gate 
Do us a favor MechCommander Might and Magic VI Quake 2 
. Unreal Dune 2000 None 
and you could win a Sie ‘ 
Duelist Subscription and a 
display box of boosters — What PC game do you currently play most often? 
for free! Concerning Console Games 
Which of the following console games do you own/play? (check all that apply) 
Final Fantasy VII Tekken 3 Metal Gear Solid 
: Duke Nukem Resident Evil 2 Zelda 64 
Rate Our Magazine (S=excellent, 1=poor) Mortal Kombat 4 Yoshi's Story Gran Turismo 
How do you rate The Duelist™ overall? 5 4 3 2 1 Goldeneye Crash Bandicoot 1 or 2 L) MLB 99 ; 
How do you rate the articles overall? 5 4 3 2 1 — 2 none 1080 Snowboarding 
How do you rate the art/layout overall? 5 4 3 2 1 
Le Fie ee eS Se: What video game do you currently play most often? 
40 30 20 1 . ‘ s ; 
30 201 Concerning Online Gaming Services 
2 1 Which of the following gaming services do you subscribe to/use? (check all that apply) 
: ‘ : Gamestorm Internet Gaming Zone 
List and rat least it les: 
ist and rate your least favorite articles: TEN WON. net 

50 40 30 20 1 CJ Mplayer MPG NET 

50] 40) 30) 2U) 1 Heat.net CO Battle.net 

5 4 3 2 10 Other. 


How valuable are the following sections of The Duelist to you? 
(5=very valuable, 1=not valuable) 


Tell Us about Yourself 


Strategy ‘ 5L) 40) 36) 2G) 1 
‘ ‘ = Name. 
Inside Information 50 40) 3 2 1 
Backstory/Fiction 5, 40) sll 2 4 dak 
ry/Fictio City State Zip 
Are the strategy articles below, at or above your Magic skill level? Phone ( ) Today's date 
C Below my skill level C At my skill level Above my skill level ‘ 
é waren ; ae a : j Birth month/year: 
ommen' at is the one improvement you would like to see The Duelist make?: Are you a Duelist subscriber? Yes No 
Male CO Female 
Which one Magic: The Gathering expansion was the most current when you start- 
ed playing? 
How many Magic cards do you own? 
How accurate do you feel the new price guide is? Less than 500 (J 501-1500 6000+ 
| Very accurate Not accurate or inaccurate (J Very inaccurate 1501-3000 3001-6000 
% 
| Somewhat accurate Somewhat inaccurate Yes, I'd be happy to have you contact me about my thoughts on The Duelist. 
| How useful do you find the new player’s guide/Oracle? Work/day phone ( ) Home phone ( ) 
Very useful Neither useful nor not useful 1) Not at all useful Email address 
C] Somewhat useful Not very useful 


gbiieehatdcnd GeedenessedauinedecewestomuseDbd RaeuROasssRDSORSNER SUERTE EUCRTS ORS KKdSAMRe RIE RRO SSE SeReRETECTCCrCTTe yes tAAES RSENS SSSEISESSL CESSES IN ROUT ETERS AMANO OES 


> icCimsn i= this card, select 

below that correspond with the advertisement, complete your name and 
address, and drop it in the mail. 

D=L Del Rey Books is a leading publisher of 

= speculative fiction whose best-selling 
Pfexk 4 authors includes: Terry Brooks, Author C. Clarke, 
David Eddings, Anne McCaffrey, R.A. Salvatore, and 
Margaret Weis & Tracy Hickman. Del Rey Books wants to know... 


1. Do you read more than one book a month? 
2. Do you read books that are not gaming related? 


March 1999 


3. Have you ever bought books over the Internet? 
4. Have you seen our advertisement for The Demon Spirit 
by R.A. Salvatore? 
5, Have you seen our advertisement for Nightsword 
by Margaret Weis & Tracy Hickman? 
NAME 


On Oat WN = 


ADDRESS 


CITY 


Card must be returned by May 31, 1999 
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Do us a favor, and you could win a 
Duelist Subscription and a display box of boosters! 
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Title Type P/T 
colorless mana to your mana pool. : Add & or 4 to 
your mana pool. Pine Barrens deals 1 damage to you. 

* See Adarkar Wastes for related rulings. 


Plains Land 
: Add # to your mana pool. 5E,TE,US 
Polluted Mire Land 


Polluted Mire comes into play tapped. @: Add 4 to 
your mana pool. Cycling 2. US 
Reflecting Pool Land 

: Add to your mana pool one mana of any type that 
any land you control can produce. TE 


Remote Isle Land 

Remote Isle comes into play tapped. @: Add ‘@ to 
your mana pool. Cycling 2. US 
Rootwater Depths —_Land 

®: Add one colorless mana to your mana pool. >: Add 
‘@ or ® to your mana pool. Rootwater Depths does 
not untap during your next untap phase. TE 
Ruins of Trokair Land 

Ruins of Trokair comes into play tapped. <>: Add %* to 
your mana pool, ¢», Sacrifice Ruins of Trokair: Add 
3% to your mana pool. 5E 
Salt Flats Land 

Salt Flats comes into play tapped. &: Add one colorless 
mana to your mana pool. @: Add % or 4 to your 
mana pool. Salt Flats deals 1 damage to you. See 
Adarkar Wastes for related rulings. Tl 


Sand Silos Land 
Sand Silos comes into play tapped. You may choose not 
to untap Sand Silos during your untap phase and put a 
storage counter on it instead. @, Remove X storage 
counters from Sand Silos: Add an amount of “’ equal 
to X to your mana pool. *See Bottomless Vault for relat- 
ed rulings. 5E 
Scabland Land 

Scabland comes into play tapped. : Add one colorless 
mana to your mana pool. G: Add @ or # to ee 
mana pool. Scabland deals 1 damage to you. *See 
Adarkar Wastes for related rulings. 


Serra’s Sanctum —_LLand 

: Add % to your mana pool for each enchantment 
you control. US 
Shivan Gorge LLand 

@: Add one colorless mana to your mana pool. 2°@, 
®: Shivan Gorge deals 1 damage to each of your oppo- 
nents. US 


Skyshroud Forest Land 

Skyshroud Forest comes into play tapped. «: Add one 
colorless mana to your mana pool. <=: Add # or @ to 
your mana pool. Skyshroud Forest deals 1 damage to 
you. °See Adarkar Wastes for related rulings. TE 


Slippery Karst Land 

Slippery Karst comes into play tapped. : Add & to 
your mana pool. Cycling 2. US 
Smoldering Crater — Land 

Smoldering Crater comes into play tapped. @: Add @ 
to your mana pool. Cycling 2. US 
Stalking Stones Land 

@: Add one colorless mana to your mana pool. 6: 
Stalking Stones becomes a 3/3 artifact creature perma- 
nently. (This creature still counts as 2 land.) 
Sulfurous Springs Land 

: Add one colorless mana to your mana pool. @: Add 
& or @ to your mana pool. Sulfurous Springs deals 1 
damage to you. *See Adarkar Wastes for ae al 


TE 


Svyelunite Temple — Land 
Svyelunite Temple comes into play tapped. : Add @ 


to your mana pool. @, Sacrifice Svyelunite Temple: Add 
‘@ @ to your mana pool, 5E 
Swamp Land 
&: Add % to your mana pool. 5E,TE,US 
Thalakos Lowlands — Land 


: Add one colorless mana to your mana pool, <: Add 
3% or @ to your mana pool. Thalakos Lowlands does 
not untap during your next untap phase. E 


Thran Quarry Land 

At the end of each turn, if you control no creatures, 

sacrifice Thran Quarry. &: Add one mana of any color 

to your mana pool. US 

Tolarian Academy —LLand 

&: Add @ to your mana pool for each artifact you 

control. US 

Underground River — Land 

®: Add one colorless mana to your mana pool. >: Add 

‘@ or ® to your mana pool. Underground River deals 1 

damage to you. *See Adarkar Wastes for related es 
5 


Urza's Mine Land 

: Add one colorless mana to your mana pool. If you 
control Urza's Mine, Urza's Power Plant, and Urza's 
Tower, add two colorless mana to your mana pool 
instead of one. *You get two mana from Urza's Mine if 
you have even one of each “Urza land” in play. You 
don't need to have the same number of Mines, Power 
Plants, and Towers. ° You have no control over whether 
the Mine produces one mana or two. If you control the 
complete set of Urza lands, you get two mana regard- 
less of whether you want it *The amount of mana to 
be produced is set when you play the ability, not when 
the effect resolves. 5E 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost ? 


Title Type P/T Cost : 
Urza's Power Plant Land 

®: Add one colorless mana to your mana pool. If you 
control Urza’s Mine, Urza’s Power Plant, and Urza's 

Tower, add two colorless mana to your mana pool instead 
of one. *See Urza's Mine for related rulings. 

Urza's Tower Land 

@: Add one colorless mana to your mana pool. 

If you control Urza’s Mine, Urza's Power Plant, and 
Urza's Tower, add three colorless mana to your mana 
pool instead of one. *See Urza's Mine for related 
rulings. 

Vec Townships Land 

®&: Add one colorless mana to your mana pool. : Add 
® or %* to your mana pool, Vec Townships does not 
untap during your next untap phase. 

Volrath’s Stronghold LLand 

®: Add one colorless mana to your mana pool. 1, 
: Put target creature card from your graveyard on 
top of your library. S' 
Wasteland Land 

: Add one colorless mana to your mana pool. =, 
Sacrifice Wasteland: Destroy target nonbasic land. 


Acidic Soil Sore 2e 
Acidic Soil deals 1 damage to each player for each land 
he or she controls. US 


TE 


STYLE FILES 


Fven though the name “Viashino” has 
heen around since Mirage, the Urza's 
Saga card set finally sheds some 
light on them as a people. A race 
of humanoid reptiles, the viashino 
are cold-blooded. The viashino 
of Shiv took shelter inside the 
mana rig—a veritable fortress built by 
the Thran—-during Dominaria’s ice age. 
Thay also like to wage war with the 
local goblins and are known for their 
Skill as metalworkers. 


oe 
A 


Aftershock Sorc 2ee 
Destroy target artifact, creature, or land. Aftershock 
deals 3 damage to you. 
Ambush Party Su Ambush Party 3/1 42 
First strike. Ambush Party is unaffected by summoning 
sickness. 
Amok Ench 128 
1, Discard a card at random: Put a +1/+1 counter on 
target creature. S$ 
Anarchist Su Townsfolk 2/2 42e 
When Anarchist comes into play, you may return target 
sorcery card from your graveyard to your hand. EX 
Ancient Runes Ench 22 
During each player's upkeep, Ancient Runes deals 1 
damage to that player for each artifact he or she con- 
trols. : TE 
Antagonism Ench 3e 
During each player's discard phase, Antagonism deals 2 
damage to that player unless one of his or her opponents 
was successfully dealt damage that turn. US 
Apocalypse Sore 2ee2e 
sg all permanents from the game. Discard your 
and. 
Arc Lightning Sore 2e 
Arc Lightning deals 3 damage divided as you choose ong 
any number of target creatures and/or players. U 


on SuAtog 1/2 12@ 
Sacrifice an artifact: Atog gets +2/+2 until end of i 


Ball Lightning Su Ball Lightning 6/1 @ee@ 
Trample. Ball Lightning is unaffected by summoning 
sickness, At the end of any turn, sacrifice Ball Lightning. 


Barbed Sliver Su Sliver 2/2 28 
Each Sliver gains “2°: This creature gets +1/+0 until 


end of turn’ 

Bedlam Ench 2ee 
Creatures cannot block. US 
Bird Maiden Su Bird Maiden 1/2 2e 
Flying, 5E 
Blood Frenzy Inst 128 


Target attacking or blocking creature gets +4/+0 until 
end of turn. At end of turn, destroy that creature. © TE 
Blood Lust Inst 1e 
Target creature gets +4/-4 until end of turn. If this 
reduces that creature's toughness to less than 1, the 
creature’s toughness is 1. °A number can only be 
reduced below a certain value if it was at or above 


ST - Stronghold 
EX - Exodus 


US - Urza’s Saga 


Title Type P/T 

that value to begin with. So if Blood Lust's target 

somehow already has toughness less than 1, it will get 

another -4 toughness rather than having its ues 
5 


raised to 1. 


Boil Inst 3@ 
Destroy all islands. TE 
Brand Inst a 
fin et of ih permanents you own. Cycling 2. US 

rassclaw Urcs Su Ores 3/2 2e 


Brassclaw Ores cannot be assigned to block any crea- 
ture with power 2 or greater. 5E 
Bravado EC 1eé 
Enchanted creature gets +1/+1 for each other creature 
you control, US 
Brothers of Fire Su Brothers 2/2 1@@ 
1 @@: Brothers of Fire deals 1 damage to target 
creature or player and 1 damage to you. 

Brute, The EC re 
Enchanted creature gets +1/+0. @@@: Regenerate 
enchanted creature. 5E 
Bulwark 


Ench 3e8@ 


During your upkeep, Bulwark deals 1 damage to target 
opponent for each card in your hand greater than the 
number of cards in that player’s hand. US 


Su Drake 


Canyon Drake 2 2@e@ 


Flying. 4, Discard a card at random: Canyon Drake if 


gets +2/+0 until end of turn. 

Canyon Wildcat SuCat 2/1 re 

Mountainwalk. TE 
WW tee 


Cave — Su Cave People 
If Cave People attacks, it gets +1/-2 until end of tun. 

1 @@, ©: Target creature gains mountainwalk until 
end of turn. 5 
Chaotic Goo Sudoe 00 288 
Chaotic Goo comes into play with three +1/+1 counters 
on it. During your upkeep, you may flip a coin. If you 
win the flip, add a +1/+1 counter to Chaotic Goo. 
Otherwise, remove a +1/+1 counter from it. 

Cinder Crawler Su Salamander 1/2 1@ 
@: Cinder Crawler gets +1/+0 until end of turn. Use 


this ability only if Cinder Crawler is blocked. EX 
Conquer 380 
Gain control of enchanted land. 5E 


Convulsing Licid  Sulicid 2/2 2@ 
@, ©: Convulsing Licid loses all abilities and becomes 
a creature enchantment that reads “Enchanted crea- 
ture cannot block” instead of a creature. Move 
Convulsing Licid onto target creature. You may pay @ 
to end this effect. «See Transmagrifying Licid for relat- 
ed rulings. SH 
Crater Hellion SuBeast 6/6 488 
Echo. When Crater Hellion comes into play, it deals 4 
damage to each other creature. US 


Craven Giant Su Giant 4/1 22 
Craven Giant cannot block. SH 
Crimson Manticoresu Manticore 2/2 28@ 


Flying. &, @: Crimson Manticore deals 1 damage to 
target attacking or blocking creature. 5E 


Crown of Flames EC 

@: Enchanted creature gets +1/+0 until end of turn. 
@: Return Crown of Flames to owner's hand. TE 
Deadshot Sore 3e 


Tap target creature. That creature deals damage equal 
to its power to another target creature. TE 
Destructive Urge EC pee 
Whenever enchanted creature successfully deals combat 
damage to a player, that player sacrifices a land. US 
Detonate Sorc xo 
Destroy target artifact with total casting cost equal 
to X. Detonate deals X damage to that artifact’s 
controller. Creatures destroyed in this way cannot 
be regenerated this turn. *Detonate, not the artifact, 
deals the damage. Detonate fizzles if the target is 


Cost 


Title Type P/T Cost 


removed before resolution, and no damage is dealt.5E 


Disintegrate Sorc xe 
Disintegrate deals X damage to target creature or play- 
er, That creature cannot regenerate this turn. If the 
creature is dealt lethal damage this turn, remove it 
from the game. «/f lethal damage is dealt to the target 
creature later in the turn, it's removed from the game 
instead of destroyed. Thus, abilities such as Soul Net's 
won't trigger and abilities that replace destruction, 
such as regeneration, can't be used. It isn’t important 
whether Disintegrate itself deals lethal damage to the 
creature, just whether it suffers lethal damage. 
Prohibiting the target creature from regenerating is a 
function of the spell, not of the damage. So it applies 
even if X is equal to 0; redirecting the damage won't 
change which creature is stopped from regenerating; 
and so on. 5E 


Disorder Sore re 
Disorder deals 2 damage to each white creature and 
each player who controls a white creature. 
Dizzying Gaze EC a 
Play Dizzying Gaze only on a creature you control, @: 
Enchanted creature deals 1 damage to target creature 
with flying. EX 
Dromosaur Su Lizard 2/3 2@ 
Whenever Dromosaur blocks or becomes blocked, it 
gets +2/-2 until end of turn. US 
e 


Duct Crawler Su Insect 1/1 
1 @: Target creature cannot block Duct Crawler this 
turn, SH 
Dwarven Catapult Inst xe 

Dwarven Catapult deals X damage divided evenly, 
rounded down, among all creatures target opponent 
controls, ° Your opponent's creatures aren't counted until 
the spell resolves. If your opponent produces more 
creatures in response to Dwarven Catapult and thus 
has more than X creatures in play when it resolves, 
each of his or her creatures takes O damage (after 
rounding down). 
Dwarven Soldier Su Dwarf 2/1 re 
if Dwarven Soldier blocks or is blocked by any Orcs, it 
gets +0/+2 until end of turn. DE 


Dwarven Warriors Su Dwarves 1/1 20 
: Target creature with power 2 or less is unblockable 
this turn. *Evasion abilities only apply when blockers are 
declared, so making a creature unblockable once it has 
already been blocked accomplishes nothing. 5E 
Earthquake Sore # 
Earthquake deals X damage to each creature without 
flying and each player. 5E 
Electryte SuBeast 3/3 See 
Whenever Electryte successfully deals combat damage 
to defending player, Electryte deals damage equal to its 
power to each blocking creature. US 
Enraging Licid SuLicid 1/1 12e 
@, ©: Enraging Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature is 
unaffected by summoning sickness” instead of any other 
type of permanent. Move Enraging Licid onto target crea- 
ture. You may pay @ to end this effect. See 
Transmogrifying Licid for related rulings. 
Errantry EC re 
Enchanted creature gets +3/+0 and cannot attack with 
any other creatures. 5E 
Eternal Warrior EC 

Attacking does not cause enchanted creature to tap. 5E 


Falter Inst pe 
Creatures without flying cannot block this turn. US 
Fanning the Flames Sorc xoe 


Buyback 3°. Fanning the Flames deals X damage to 
target creature or player. SH 
Fault Line Inst xee 
Fault Line deals X damage to each creature without fly- 
ing and each player. US 
Fiery Mantle EC 12 
When Fiery Mantle is put into a cp from play, 
return Fiery Mantle to owner's hand. @: Enchanted 
creature gets +1/+0 until end of turn. US 
Fighting Chance Inst @ 
For each blocking creature, flip a coin. If you win the flip, 
that creature deals no combat damage this tum. 

Fire Ants Su Insects 2/1 22 
&: Fire Ants deals 1 damage to each other creature 
without flying. US 
Fire Drake SuDrake 1/2 Oe 
Flying. @: Fire Drake gets +1/+0 until end of turn. You 
cannot spend more than @ in this way each turn, SE 
Fireball Sore xe 
Pay ‘I for each target beyond the first: Fireball deals X 
damage divided evenly, rounded down, among any 
number of target creatures and/or players. * You can't 
target the same thing twice when you play a spell, so if 
you split the Fireball, you must choose different targets 
for it. *Mana spent to allow additional targets is a cost 
but not part of the casting cost. 5E 


Firebreathing EC e 
@: Enchanted creature gets +1/+0 until end of turn, 5E 
Firefly Sulnsect 1/1 38 
Flying. @: Firefly gets +1/+0 until end of turn. TE 
Fireslinger Su Wizard = 1/1 re 


@: Fireslinger deals 1 damage to target creature or 


Title Type PT Cost i 
player and 1 damage to you. TE 
Flame Spirit Su Spirit 2/3 4e 


@: Flame Spirit gets +1/+0 until end of turn. 5E 
Flame Wave Soc s8eee 
Flame Wave deals 4 damage to target player and each 
creature he or she controls, SH 
_ Flare Inst 2 
Flare deals 1 damage to target creature or player. Draw 
a card at the beginning of the next turn. 5E 


Flashfires Sore ae 
Destroy all plains, 5E 
Flin Inst re 


Sacrifice a creature: Fling deals damage equal to the sacri- 
ficed creature's power to target creature or player. SH 
Flowstone Blade EC e 
@: Enchanted creature gets +1/-1 until end of turn. SH 
Flowstone Flood Sore 32 
Buyback-Pay 3 life, discard a card at random. Destroy 

target land. EX 


Flowstone Giant SuGiant 33 2@@ 
@: Flowstone Giant gets +2/-2 until end of turn. TE 
Flowstone Hellion Su Beast 3/3 Le 


Flowstone Hellion is unaffected by summoning sickness. 
©: Flowstone Hellion gets +1/-1 until end of tun. SH 


Flowstone Mauler SuBeast 4/5 wee 
Trample, @: Flowstone Mauler gets +1/-1 until end i 


turn. 

Salamandersy Salamander3/4 See 
@: Flowstone Salamander deals 1 damage to target 
creature blocking it. TE 


Flowstone Shambler su Beast 2/2 2@ 
‘@: Flowstone Shambler gets +1/-1 until end of tun, SH 
Flowstone Wyvern Su Drake 3/3 See 
Flying. @: Flowstone Wyvern gets +2/-2 until end oe : 
turn. 


Furnace Brood Su Elementals 3/3 3@ 
@: Target creature cannot be regenerated this turn. EX 


Furnace of Rath Ench eee 
Double all damage assigned to any creature or play- 
er, *Continuous abilities that apply when damage is 
assigned take effect when damage is redirected, just 
like abilities that trigger on that damage. Because 
redirected damage is actually reassigned, Furnace of 
Rath doubles damage that gets redirected. For exam- 
ple, here's what happens when a Ball Lightning 
(power 6, trample) is blocked by an Ophidian (tough- 
ness 3) while Furnace of Rath is in play: Normally, 
Ball Lightning would assign 6 damage to the 
Ophidian, but because the Furnace is in play, it 
assigns 12 damage. Ophidian's toughness is 3, so 9 
of the 12 damage “tramples through,” meaning it's 
redirected to the defending player. When that 9 dam- 
age is assigned to the defending player, it's doubled 
again because of the Furnace's effect, for a total of 
18 damage. T 
Furnace Spirit Su Spirit 1/1 2e 
Furnace Spirit is unaffected by summoning sickness, 
@: Furnace Spirit gets +1/+0 until end of turn. SH 


Gamble Sore 

Search your library for a card, put that card into your 
hand, then discard a card at random. Shuffle your 
library afterward. 


Game of Chaos Sore eee 
Flip a coin, If you win the flip, target opponent loses 1 
life. Otherwise, you lose 1 life. The winner of the flip 
gains 1 life and may repeat this process. Double the 


Stakes each time. BE 
Giant Strength EC ee 
Enchanted creature gets +2/+2, 5E,TE 
Goblin Bombardment Ench ve 


Sacrifice a creature: Goblin Bombardment deals 1 dam- 
age to target creature or player. TE 
Goblin Cadets — SuGoblins 2/1 e 
Whenever Goblin Cadets blocks or becomes blocked, 

target opponent gains control of it. US 


ing TeamSu Goblins 1/1 
®, Sacrifice Goblin Digging Team: Destroy target a 
5 
Goblin Hero Su Goblin 2/2 2 
5E 
Goblin Kin Su Lord 2/2 tee 


All Goblins get +1/+1 and gain mountainwalk. *See 
Zombie Master for related rulings. 


Goblin Lack Su Goblin 1/1 2 
Whenever Goblin Lackey successfully deals damage to a 
player, you may choose a Goblin card in your hand and 
put that Goblin into play. US 


Goblin Matron == SuGoblin 1/1 28 
When Goblin Matron comes into play, you may search 
your library for a Goblin card. If you do, reveal that 
card, put it into your hand, and shuffle your library 
afterward. 

Goblin Offensive Sore 2nee 
Put X Goblin tokens into play. Treat these tokens as 1/1 
red creatures. US 


Goblin Patrol Su Goblins 2/1 @ 
Echo. U 

Goblin Raider Su Goblin 2/2 Pe 
Goblin Raider cannot block. US 


Title Type P/T ~~ Cost 
Goblin Spelunkers su Goblins 2/2 2e 
Mountainwalk. US 
Goblin War Buggy Su Goblin 2/2 12 


Echo. Goblin War Buggy is unaffected by summoning 
sickness. US 
Goblin War Drums —_Ennch 28 
Each creature you control cannot be blocked by only 
one creature. *Controlling multiple Goblin War Drums 
has no added effect, 

Goblin Warrens Ench e 

2 @, Sacrifice two Goblins: Put three Goblin tokens 
into play. Treat these tokens as 1/1 red creatures, 5E 


Guma SuCat 2/2 2e 
Protection from blue. US 
Hand to Hand Ench 2@ 


Instants and abilities requiring an activation cost cannot 
be played during combat. TE 
Havoc Ench Le 
Whenever target opponent successfully casts a white 

spell, he or she loses 2 life. TE 


Headlong Rush Inst re 
All attacking creatures gain first strike until end of tum. US 
Heart Sliver Su Sliver 1/1 2 
All Slivers are unaffected by summoning sickness. TE 
Heat of Battle Ench Le 
Whenever any creature blocks, Heat of Battle deals 1 
damage to that creature’s controller. SH 
Heat Bay Inst xe 
Heat Ray deals X damage to target creature, US 
Hill Giant Su Giant 3/3 ve 
ti 
Hurloon Minotaur Su Minotaur 2/3 ee 
5 
ime Visage EC @ 
Enchanted creature cannot be blocked by only one 
creature, 5E 


Incinerate Inst re 
Incinerate deals 3 damage to target creature or player, 
Creatures damaged by Incinerate cannot regenerate this 
turn. *Any and all creatures that Incinerate ceetuly 
damages are prohibited from regenerating this turn, | 

the damage is redirected piecemeal, it's possible for one 
Incinerate to prohibit more than one creature from regen- 
erating. 5E 
Inferno Inst see 
Inferno deals 6 damage to each creature and player. 5E 


Invasion Plans Ench ae 
Each creature blocks whenever able, Attacking player 
chooses how each creature blocks. SH 


Ironclaw Curse EC e 
Enchanted creature gets -0/-1 and cannot be assigned 
to block any creature with power greater than or equal 
to enchanted creature's toughness, 5E 
lronclaw Orcs Su Ores 2/2 

lronclaw Ores cannot be assigned to block any creature 
with power 2 or greater. 5E 
Jackal Pup Su Hound — 2/1 @ 
For each 1 damage dealt to Jackal Pup, it deals 1 dam- 
age to you. TE 
Jagged Lightning Sore 3e@ 
Jagged Lightning deals 3 damage to target creature 
and 3 damage to another target creature. Ss 


Jokulhau Sore Vee 
Destroy all artifacts, creatures, and lands. Creatures 
destroyed in this way cannot be regenerated this tum. 5E 


ofthe Flamesu Wizard 12 @@ 
@, ©: Keeper of the Flame deals 2 damage to target 
opponent. Use this ability only if that opponent has 
more life than you. EX 
Keldon Warlord = — Su Lord 2e@ 
Keldon Warlord has power and toughness each equal to 
the number of non-Wall creatures you control. *Once dam- 
age is dealt, it remains on the creature throughout the 
turn. So a Warlord might survive damage when it's first 
dealt, only to die when other creatures you control leave 
play and the Warlord's toughness drops as a result. 5E 
Kindle Inst 1) 
Kindle deals to target creature or player an amount of 
damage equal to 2 plus the number of Kindle cards in 
all graveyards. Tl 


*/* 


y Sore 3a 
Destroy target land. Cycling 2. US 
Lgniaing las Inst 38 
Lightning Blast deals 4 damage to target creature or 
player. TE 

htning Dragon su Dragon 4/4 gee 
eying echo. @: Lightning Dragon gets +1/+0 until i. 
of turn. 


Ligh Elementalsu Elementald/1 3@ 
Lightning Elemental is unaffected by summoning sick- 
ness. TE 
Lowland Giant = SuGiant 4/3 @ ee 

itVec Su Wizard 2/2 2@ 


©, Discard a card at random: Mage il-Vec deals 1 
damage to target creature or player. 

Magmasaur  SuElemental 0/0 S@@ 
Magmasaur comes into play with five +1/+1 counters 
on it. During your upkeep, remove a +1/+1 counter 


AC - Artifact Creature 
Art - Artifact 
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Title Type P/T 
from Magmasaur, or sacrifice Magmasaur and it deals 1 
damage for each +1/+1 counter on it to each creature 


without flying and each player. TE 


Mana Clash Sore 

You and target opponent each flip a coin. Mana Clash 
deals 1 damage to each player whose coin comes up 
tails. Repeat this process until both players’ coins come 
up heads at the same time. *Mana Clash has a single 
target, namely an opponent. It doesn't target you, even 
though it affects you. 5E 


Mana Flare Ench 22e 
Whenever any player taps a land for mana, it produces 
one additional mana of the same type. °7he “same 
type” of mana is the type of mana the land was tapped 
to produce. If the land has more than one mana- 
producing ability, then only the one that was used is 
relevant. If that ability produces more than one type of 
mana, its controller chooses which type of mana is pro- 
duced by Mana Flare; if there's more than one Mana 
Flare or similar ability in play, that player makes this 
decision separately for each one, as each of them trig- 
gers independently. 5E 
Manabarbs Ench 3@ 
Whenever any player taps a land for mana, Manabarbs 
deals 1 damage to him or her. *See Adarkar Wastes for 
related rulings. Because each land is tapped for mana 
individually, you will often need to play damage-prevention 
abilities once for each land that is tapped. Any new dam- 
age generated during a damage-prevention step is folded 
into that step rather than creating a step of its own, so if 
you tap a number of lands for mana during damage pre- 
vention, you'll be handling all of that damage at once. In 
such a case, you could prevent all the damage with a sin- 
gle use of a Circle of Protection, for example. °All damage 
is from the same source, so effects such as Reverse 
Damage's will scoop up all the damage Manabarbs has 
dealt to you this turn, 5E 


Maniacal Rage EC be 
Enchanted creature gets +2/+2 and cannot block. EX 


Meltdown Sore xe 
Destroy each artifact with total casting cost X or less. US 
Mob Justice Sore Le 


Mob Justice deals 1 damage to 
creature you control. 

Mogg Assassin SuGoblin 2/1 22 
: Flip a coin. Then, if you win the flip, destroy target 
creature an opponent controls. Otherwise, destroy an 
creature of that opponent’ choice, X 


arget player for each 
SH 


Su Goblins 3/4 3a 
If any other creature comes into play, sacrifice Mogg 
Bombers and it deals 3 damage to target player. SH 
Mogg Conscripts Su Goblins 2/2 2 
Mogg Conscripts cannot attack unless you have suc- 
cessfully cast a creature spell this turn. TE 


Mogg Fanatic Su Goblin 1/1 @ 
Sacrifice Mogg Fanatic: Mogg Fanatic deals 1 damage 

to target creature or player. TE 
Mogg Flunkies Su Goblins 3/3 re 
Mogg Flunkies cannot attack or block during a turn in 
which no other creature you control attacks or beet 


Mogg Infestation Sore 9e@@ 
Destroy all creatures target player controls. For each 

creature put into any graveyard in this way, put two 

Goblin tokens into play under that player's control. Treat. 
these tokens as 1/1 red creatures. SH 
Mogg Maniac Su Goblin 
Whenever Mogg Maniac is dealt 


Wi be 
lamage, it deals an 


equal amount of damage to target opponent. SH 
Mogg Raider Su Goblin 1/1 @ 
Sacrifice a Goblin: Target creature gets +1/+1 until end 
of turn. TE 
Mogg Squad Su Goblins 3/3 re 
Mogg Squad gets -1/-1 for each other creature in play. TE 
Mons's Goblin Raiderssu Goblins 1/1 @ 
5 
Monstrous Hound su Hound 4/4 38 


Monstrous Hound cannot attack unless you control more 
lands than defending player. Monstrous Hound cannot 
block unless you control more lands than attacking 
player, 


Mountain Goat SuGoat 1/1 @ 
Mountainwalk, 5E 
No Quarter Ench 38 


Whenever any creature blocks or is blocked by a crea- 
ture with lesser power, destroy the creature with the 
lesser power. 

Oath of Mages Ench be 
During each player’ upkeep, if that player has less life 
than target opponent, he or she may have Oath of 
Mages deal 1 damage to that opponent. 
Ogre Shaman Su Ogre 3/3 Bee 
2,, Discard a card at random: Ogre Shaman deals 2 
damage to target creature or player. EX 


Su Goblin 4/4 Le 
Okk cannot attack unless a creature with greater power 
also attacks. Okk cannot block unless a creature with 
greater power also blocks. U 
Onslaug Ench 

Whenever you successfully cast a creature spell, tap 
target creature, EX 


_ MS - Mana Source 
Su - Summon 


Cost : 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
Opportunist Su Soldier 2/2 2@ 
: Opportunist deals 1 damage to target creature that 


was damaged this turn. 


Orcish Artillery SuOrs 13 tee 
>: Orcish Artillery deals 2 damage to target creature or 
player and 3 damage to you. °/f all targeted portions of 
an effect fizzle, the nontargeted portions don’t do any- 
thing either. So if the part of the effect that deals 2 dam- 
age fizzles, you don’t take the 3 damage. 5E 


Orcish Captain Sudre 1/1 @ 
1: Flip a coin. If you win the flip, target Orc gets 
+2/+0 until end of turn. Otherwise, that Ore gets 
-0/-2 until end of turn. 
Orcish Conscripts su Ores 2/2 @ 
Orcish Conscripts cannot attack unless at least two 
other creatures do. Orcish Conscripts cannot be 
assigned to block any creature unless at least two other 
creatures do. ia 
Orcish Farmer Sudre 2/2 Lee 
&: Target land is a swamp until its controller's next 
untap phase. 


Orcish Oriflamme Ench ae 
Attacking creatures you control get +1/+0, 5E 
Orcish Squatters SuOrcs 2/3 42 


0: Gain control of target land defending player con- 
trols as long as you control Orcish Squatters, Orcish 
Squatters deals no combat damage this turn. Use this 
ability only if Orcish Squatters is attacking and 
unblocked and only once each turn. 5E 
Orgg SuOrgg 6/6 Bee 
Trample. Orgg cannot attack if defending player controls 
an untapped creature with power 3 or greater. Orgg 
cannot be assigned to block any creature with power 3 
or greater. °/f you attempt to declare Orgg as an 
attacker, it only ignores tapped creatures the defending 
player controls, Untapped creatures that couldn’t be 
assigned to block Orgg (shadow creatures, for instance) 
still prevent it from attacking. 5E 


Outmaneuver Inst xe 
X target blocked creatures deal combat damage to defending 
player instead of to blocking creatures this tum. 


Pallimud Su Beast */3 2@ 
Pallimud has power equal to the number of tapped 
lands target opponent controls. TE 
Pandemonium Ench 3@ 
Whenever any creature comes into play, that creature $ 
controller may choose to have it deal damage equal to its 
power to target creature or player. EX 
Panic Inst 

Play Panic only during combat before blockers are 
declared, Target creature cannot block this turn. Draw a 
card at the beginning of the next turn. 5E 


Paroxysm EC Le 
During the upkeep of enchanted creatures controller, 

reveal the top card of that players library to all players, 
If that card is a land card, destroy enchanted creature. 
Otherwise, enchanted creature gets +3/+3 until end of 
turn. (Return the card to the top of the player's library, 
face down.) EX 
Price of Progress Inst pe 
Price of Progress deals 2 damage to each player for 

each nonbasic land he or she controls, EX 


Primordial Ooze = Su Ooze 1/1 @ 
Primordial Ooze attacks each turn if able. During your 
upkeep, put a +1/+1 counter on Primordial Ooze. Then 
pay %, where & is equal to the number of these 
counters on Primordial Ooze, or tap Primordial Ooze and 
it deals X damage to you. 5E 
Pyroblast Interrupt a 
Counter target spell if it is blue, or destroy target perma- 
nent if it is blue. (/f this spell targets a permanent, play it 
as an instant) *See Hydroblast for related rulings, 5E 


Pyrotechnics Sore Le 
Pyrotechnics deals 4 damage divided any way you 
choose among any number of target creatures and/or 
players. * You must distribute all 4 damage, but you 
can't assign 0 damage to a target. So this spell has an 
effective maximum of four targets, even though this 
isn't explicit in the text. 

Raging Goblin = SuGoblin 1/1 @ 
Raging Goblin is unaffected by summoning sickness. EX 


Rain of Sa Sore 428 
Destroy two target lands. US 
Rathi Dragon SuDragon 5/5 2@e@ 


Flying. When Rathi Dragon comes into play, sacrifice 
wo mountains or sacrifice Rathi Dragon. 

Ravenous Baboons Su Apes 2/2 38 
When Ravenous Baboons comes into play, destroy tar- 
get nonbasic land. EX 


Sorc 2 
At the time you play Raze, sacrifice a land. Destroy tar- 
get land. US 


Ogre Su Ogre 3/2 3@ 
If Reckless Ogre attacks and no other creatures do, it 
gets +3/+0 until end of turn. EX 
Reflexes EC e 
Enchanted creature gains first strike. US 

Warlord Su Soldier 3/3 4@ 
First strike. If Renegade Warlord attacks, each other 
attacking creature gets +1/+0 until end of turn. = TE 


Sor - Sorcery 
SC - Summon Creature 


Title Type PT Cost? 


Retromancer  SuViashinn 3/3 2O@ 
Whenever Retromancer is the target of a spell or ability, 
Retromancer deals 3 damage to that spell or ability's 

controller. US 


Roaing. Thunder Sorc xee 
Rolling Thunder deals X damage divided any way you 
choose among any number of target creatures and/or 
players. Tl 
Ruination Sore 3@ 
Destroy all nonbasic lands. SH 
Rumbling Crescendo Ench 3@@ 
During your upkeep, you may put a verse counter on 
Rumbling Crescendo. @, Sacrifice Rumbling Crescendo: 
Destroy up to X target lands, where X is the number of 
verse counters on Rumbling Crescendo. US 


Sabertooth Wyvern Su Drake 3/2 4e 
Flying, first strike. EX 
Sabretooth Tiger 
First strike, 

Sandstone Warriorsu Soldier 13 2@@ 
First strike, @: Sandstone Warrior gets +1/+0 until end 
of turn, TE 
Scald Ench re 
Whenever a player taps an island for mana, Scald deals 
1 damage to that player. US 


Scakiing Salamander Su Salamander] @ 
0: Scalding Salamander deals 1 damage to each crea- 
ture without flying defending player controls. Play this 

ability only if Scalding Salamander is attacking and only 
once each turn. EX 


Scorched Earth Sore xe 
Choose and discard X land cards: Destroy X target 
lands, TE 


Scoria Wurm Su Wurm 7/7 4 
During your upkeep, flip a coin. If you lose the flip, 
return Scoria Wurm to owner’s‘hand. US 


Scrap Inst 22@ 
Destroy target artifact. Cycling 2. US 
Searing Touch Inst 

Buyback 4. Searing Touch deals 1 damage to target 
creature or player. TE 
Seething Anger Sore @ 
Buyback 3. Target creature gets +3/+0 until end i" ‘ 
turn. 


Seismic Assault Ench eee 
Choose and discard a land card: Seismic Assault deals 2 
damage to target creature or player. EX 
Shadowstorm Sore 

Shadowstorm deals 2 damage to each creature with 
shadow. TE 


Shard Phoenix Su Phoenix 2/2 4@ 
Flying. 24: Put Shard Phoenix into your hand. Use 
this ahilty only if Shard Phoenix is in your graveyard 
and only during your upkeep. Sacrifice Shard Phoenix: 
Shard Phoenix deals 2 damage to each creature without 
flying. SH 


Su Tiger 2/1 22 
5E 


Shatter Inst 12 
Destroy target artifact. 5E,TE 
pare Pulse Inst 12 
Buyback 3°. Destroy target artifact. EX 
Shatterstorm Sore 2e@2@ 


Destroy all artifacts. Creatures destroyed in this way 
cannot be regenerated this turn. 5E 
Shiv’s Embrace EC 2ee 
Enchanted creature gets +2/+2 and gains flying. @: 

Enchanted creature gets +1/+0 until end of turn. US 


Shivan Dragon SuDragn 55 4@@ 
Flying, @ Shivan Dragon gets +1/+0 until end of tum, 5E 
Shivan Hellkite  SuDragn 5/5 S@@ 
Flying, ‘1: Shivan Hellkite deals 1 damage to target 
creature or player. US 


Shivan Raptor Su Lizard 3/1 2@ 
First strike, echo. Shivan Raptor is unaffected by sum- 
moning sickness. US 


Shock Inst e 
Shock deals 2 damage to target creature or player. SH 
Shocker Su Insect 1/1 1@ 
If Shocker damages any player, that player discards his 
or her hand, then draws a new hand of as many cards 

as he or she had before. TE 


Shower of Sparks Inst 
Shower of Sparks deals 1 damage to target creature 
and 1 damage to target player. 


Smoke Ench 2e 
Players cannot untap more than one creature during their 
untap phases. «See Winter Orb for related rulings. «When 
you choose a creature, you're choosing from among 
those creatures that would have untapped otherwise. For 
example, you can’t decline to untap Coffin Queen, and 
then choose the Queen as the one creature for Smoke. If 
none of your creatures would have untapped otherwise, 
then none of them untap. 5 
Sneak Attack Ench 3@ 
@: Choose a creature card from your hand and put 
that creature into play. The creature is unaffected by 
summoning sickness. At end of turn, sacrifice the crea- 
ture. 

Sonic Burst Inst re 
Discard a card at random: Sonic het deals 4 damage 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


to target creature or player. EX 


Spellshock Ench 2@ 
enever any player successfully casts a spell, 
Spellshock deals 2 damage to him or her. 
Spitting Hydra = Sutydra 00 3 @@ 
Spitting Hydra comes into play with four +1/+1 coun- 
ters on it. 1.@, Remove a +1/+1 counter from 
Spitting Hydra: Spitting Hydra deals 1 damage to target 
Creature. SH 
Starke of Rath  Sulegend 22 tee 
>: Destroy target artifact or creature. That perma- 
nent’s controller gains control of Starke of Rath. TE 
Steam Blast Sore 
Steam Blast deals 2 damage to each creature and 
player. 
Stone Giant SuGiant 3/44 2e@ 
: Target creature you control with toughness less 
than Stone Giant's power gains flying until end of turn. 
At end of turn, destroy that creature. ° Stone Giant can 
target itself with its ability if you can adjust its power 
and toughness properly. 5E 


Stone Rain Sore 22@ 
Destroy target land. 5E,TE 
Stone Spirit Su Spirit 4/3 4@ 


Stone spit cannot be blocked by creatures with flying, 5E 


Stun Inst 12@ 
Target, creature cannot block this turn. Draw a card, 
See “Cantrip” in the Rules Summary section. TE 


Sudden Impact Inst 3@ 


No relation. Although it may seem that t 
queens has a fot in common, Slivers 
ated to be more playable versions of Ple 
hive structure of sliver “society” is loose 
that of bees and ants, which were also t 
for the Alien hive, 


©1999 Twentie 


Sudden Impact deals 1 damage to target player for 
each card in his or her hand. TE 


Sulfuric Vapors Ench 3@ 
Whenever a red spell deals damage, it instead deals 
that amount of damage plus 1. ¢Spells and abilities 
deal damage when they resolve, and any relevant 
effects trigger at that time. Therefore, Sulfuric Vapors 
increases damage being dealt before damage-preven- 
tion abilities are played. US 
Tahngarth’s Rage EC 

As long as enchanted creature is attacking, it gets 
+3/+0. Otherwise, it gets -2/-1. 

Thundering Giant SuGiant 43 232e@ 
Thundering Giant is unaffected by summoning sickness. US 
Tooth and Claw Ench 3@ 
Sacrifice two creatures: Put a Carnivore token into play. 
Treat this token as a 3/1 red creature. TE 
Torch Song Ench 22@ 
During your cen, you may put a verse counter on 
Torch Song. 2°@, Sacrifice Torch Song: Torch Song 
deals X damage to target creature or player, where X is 


the number of verse counters on Torch Song. US 
Viashino Outrider Su Viashino 4/3 2@ 
Echo. US 


Viashino Runner Su Viashino 3/2 3@ 
Viashino Runner cannot be blocked by only one creature. US 

SandswimmerSu Viashino3/2  2@@ 
@: Flip a coin. If you win the flip, return Viashino 
Sandswimmer to owner's hand. Otherwise, sacrifice 
Viashino Sandswimmer. 


Viashino Weaponssith Su Viashino2/2 3@ 
Whenever a creature blocks it, Viashino Weaponsmith 
gets +2/+2 until end of turn. US 
Vug Lizard Su lizard 3/4 1@@ 
Echo, mountainwalk. US 
Wall of Diffusion Su Wall 0/5 12 
Wall of Diffusion can block creatures with shadow. TE 
Wall of Fire SuWal 0/5 Dee 
®@: Wall of Fire gets +1/+0 until end of turn. 5E 


Wall of Razors Su Wall 4/1 1e@ 
First strike. SH 
Wall of Stone SuWall 0/8 ee 
Wild Wurm Su Wurm 5/4 3@ 


When Wild Wurm comes into play, flip a coin. If you 
lose the flip, return Wild Wurm to owner’s hand. TE 


Wildfire Sore 422 
Each player sacrifices four lands, then Wildfire deals 4 
damage to each creature. US 
Winds of Change Sore 

Each player shuffles his or her hand into his or her 
library, then draws a new hand of as many cards as he 
or she had before. *Fach player draws the same number 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Title : Type 


of cards as he or she shuffled into his or her own library. 
This is typically the number of cards that player held 
when resolution began, but not necessarily. 


Word of Blastin Inst 12 
Destroy target Wall. That wall cannot regenerate this 
turn. Word of Blasting deals to that Wall's controller an 
amount of damage equal to the Wall's total casting # 
Cost. 


Abbey Gargoyles Su Gargoyles 3/4 2 hae 


Flying, protection from red. 5 
Absolute Grace Ench 1 

All creatures gain protection from black. US 
Absolute Law Ench 

All creatures gain protection from red. US 


Advance Scout Su Soldier 1/1 L*® 
First strike. #: Target creature gains first strike until 

end of turn. TE 
Akron lm Legionnaire 8/4 62% 
Except for Legionnaires and artifact creatures, creatures 
you control cannot attack. 5E 
Mabaster Potion Inst Rae 
Target player gains X life, or prevent X damage to any 

creature or player. 5E 


Shiver Qacert 


Allay Inst 1 
Buyback 3. Destroy target enchantment. EX 
Angelic Blessing Sorc 2% 
Target creature gets +3/+3 and gains flying until end 
of turn. EX 
Angelic Chorus Ench BRR 
Whenever a creature comes into play under your control, 
gain life equal to that creature’s toughness. 

Angelic Page Su Spirit. 1/1 le 
Flying. @: Target attacking or blocking creature gets 
+1/+1 until end of turn. US 
Angelic Protector Su Angel 2/2 3% 
Flying. If Angelic Protector becomes the target of a 
spell or ability, it gets +0/+3 until end of turn. iE, 
Angry Mob Su Mob2+*/2+* 2aka 
Trample. During your turn, Angry Mob has power and 
toughness each equal to 2 plus the number of swamps 
all opponents control. During other turns, Angry Mob has 
power and toughness each equal to 2. 5E 
Animate Wail EC * 
Play only on a Wall. Enchanted creature can attack as 
though it were not a Wall. 5E 
Ansint Inst 

Buyback 3. Prevent up to 3 a to any er 


Arenson’s Aura Ench Qe 
%*, Sacrifice an enchantment: Destroy target enchant- 
ment. 3° @ @: Counter target enchantment spell. Play 
this ability as an interrupt. 5E 


Armageddon Sore 3% 
Destroy all lands. 5E 
Armor of Faith EC 


* 
Enchanted creature gets +1/+1. #: Enchanted crea- 
ture gets +0/+1 until end of turn. 5E 
Armor Sliver Su Sliver 2/2 2% 
Each Sliver gains “2: This creature gets +0/+1 until 
end of turn.” TE 
Armored Pegastis Su Pegasus 1/2 1% 
Flying. TE 
Auratog SuAtog 1/2 1* 
Sacrifice an enchantment: Auratog gets +2/+2 until 
end of turn. TE 
Avenging Ange! Su Angel 3/3 Siaeae 
Flying. If Avenging Angel is put into any graveyard from 
play, you may put Avenging Angel on top of owner's 
library. 

fAysen BureaucratsSu Bureaucrats 1/1 be 


: Tap target creature with power 2 or less. 5E 
Bandage Inst * 
Prevent 1 damage to any creature or player. Draw a 
card. SH 


PT Cost : 


Mile Type. P/T Cost 


Benalish Hero SuHero 1/1 * 
Banding. 5E 


Blessed Wine Inst 1 
pod 1 life. Draw a card at the beginning of next turn. 5E 


Sinking Se Su Blinking Spirit 2/2 ud 
0: Return Blinking Spirit to owner's hand. 5E 
Brainwastt EC * 
Enchanted creature cannot attack this turn unless its 
controller pays an additional 3°. 5E 
Brilliant Halo EC poe 
Enchanted creature gets +1/+2. When Brilliant Halo is 
put into a graveyard from play, return Brilliant Halo to 
owner's hand. US 
Calming Licid Su Licid 2/2 2% 
#%, &: Calming Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
cannot attack” instead of a creature. Move Calming 
Licid onto target creature. You may pay + to end this 
effect. *See Transmogrifying Licid for related ane 


Caribou Range EL 2 
Play only on a land you control. 3%, Tap Sedan 
land: Put a Caribou token into play. Treat this token as a 
a white creature. Sacrifice a Caribou token: Gain ie 
life. 


Castle Ench 31% 
Each untapped creature you control gets +0/+2 unless 
it is attacking. 5E 
Cataclysm Sore 2K 
Each player chooses from the permanents he or she 
controls an artifact, a creature, an enchantment, and a 
land and sacrifices the rest. EX 
Catastrophe Sore 4K 
Destroy all lands or all creatures. Creatures destroyed 
this way cannot regenerate this turn. US 
Change of Heart Inst * 
Buyback 3°. Target creature cannot attack this tum. SH 
Charging Paladin Su Knight — 2/2 2% 
If Charging Paladin attacks, it gets +0/+3 until end uh 
turn. 


Clear Inst 1x* 
Destroy target enchantment. Cycling 2. US 
Clergy ea-Vec = SuCleric 1/1 be 
©: Prevent 1 damage to any creature or player. TE 
Cloutichaser Eagle Su Bird 2/2 a 
Flying. When Cloudchaser Eagle comes into play, 
destroy target enchantment. TE 
Gongregate Inst 3% 
Target player ee 2 life for each creature in play. US 
Contemplation Ench Lee 
Whenever you successfully cast a spell, gain 1 life. SH 
Convalescence Ench Lx 
During your upkeep, if you have 10 or less life, gain 1 
life. EX 
Conviction EC Lx® 
Enchanted creature gets +1/+3. 3%: Return Conviction 
to owner's hand. SH 
CoP; Arivfacts Ench Le 
2: Prevent all damage to you from an artifact source. 
(I Treat further damage from that source normally.) 
Spells and abilities that prevent or redirect damage 
can be played only if appropriate damage is being 
dealt, therefore only during damage prevention. If 
new damage is assigned during a damage-prevention 
step, it's folded into the existing damage-prevention 
step rather than starting a step of its own. So if a 
source assigns damage more than once during dam- 
age prevention (typically from a triggered ability such 
as Manabarbs’s), one use of a Circle will prevent all 
of it 5E 
CoP: Black Ench 1* 
1): Prevent all damage to you from a black source. 
(Treat further damage from that source normally.) ° See 
CoP: Artifacts for related rulings. 5E,TE 
CoP: Blue Ench 1x 
1): Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) *See 
CoP. Artifacts for related rulings. 5E,TE 
CoP: Green Ench le 
1): Prevent all damage to you from a green source, 
(Treat further damage from that source normally.) See 
CoP: Artifacts for related rulings. 5E,TE 


CoP: Red Ench xe 
1: Prevent all damage to you from a red source. 
(Treat further damage from that source normally.) *See 
CoP: Artifacts for related rulings. 5E,TE 
CoP: Shadow Ench 1 
1: Prevent all damage to you from a creature with 
shadow. (Treat further damage from that source nor- 
mally.) °See CoP: Artifacts for related rulings. TE 
CaP: White Ench be 
1: Prevent all damage to you from a white source. 
(Treat further damage from that source normally.) «See 
CoP: Artifacts for related rulings. 5E,TE 
Crusade Ench pa 
All white creatures get +1/+1. 5E 
Ayenant Archer Su Archer 1/2 2% 
>: D’Avenant Archer deals 1 damage to target attack- 
ing or blocking creature. 5E 


Title Type P/T Cost 
Death Speaary Su Speakers 1/1 # 
Protection from black. 5E 
Death Ward Inst x 
Regenerate target creature. 5E 


’ Defensive Formation  Ench 
Instead of the attacking player, you choose how crea- 
tures attacking you deal combat damage. 


Disciple af Grace SuCleric 1/2 pe 
Protection from black. Cycling 2. US 
Disciple-of Law SuCleric = 1/2 be 
Protection from red. Cycling 2. US 
Disenchant Inst 1x 
Destroy target artifact or enchantment. 5E,TE,US 
Divine Oflering Inst D* 


Destroy target artifact. Gain an amount of life equal to 
that artifact’s total casting cost. *Wontargeted parts of 
an effect only care whether the targeted parts fizzle, 
not whether they actually accomplish anything. So you 
gain the life even if the target artifact is a creature and 
regenerates, for example. 5E 
Divine Transformation — EC 2%# 
Enchanted creature gets +3/+3. 5E 


Dust to Dust Sore Dee 
Remove two target artifacts from the game. 5E 
Elite Archers Su Soldiers 3/3 5 


>: Elite Archers deals 3 damage to target attacking or 
blocking creature. US 
Elite Javelineer Su Soldier 2/2 2% 
If Elite Javelineer blocks, it deals 1 damage to target 
attacking creature. TE 
Exalted Qragan Su Dragon 5/5 aka 
Flying. Each turn, Exalted Dragon cannot attack unless 
you sacrifice a land. EX 
Eye for an Eye Inst eH 
Play only when a creature, spell, or effect assigns dam- 
age to you. Eye for an Eye deals an equal amount of 
damage to that source’s controller. *Eye for an Eye is 
played at the beginning of damage prevention. The 
resulting damage is therefore included in the same 
cage ert step that includes the original dam- 
age that allowed this spell to be played. * This isn’t a 
targeted spell. Eye for an Eye deals damage based on 
the amount of damage the creature, spell, or effect 
assigned to you. Note that preventing the damage with 
automatic effects such as protection doesn’t reduce 
the damage dealt by Eye for an Eye. 

Faith Healer Su Cleric 1/1 1* 
Sacrifice an enchantment: Gain life equal to the sacri- 
ficed enchantment’s total casting cost. US 
Field of Souls Ench 2 
Whenever a nontoken creature is put into your grave- 
yard from play, put an Essence token into play. Treat 
this token as a 1/1 white creature with flying. TE 
Flickering Ward EC x 
When you play Flickering Ward, choose a color. 
Enchanted creature gains protection from the chosen 
color. #: Return Flickering Ward to owner's hand. TE 
Gallant Y Inst wx 
Target blocking creature gets +4/+4 until end of turn. 
Draw a card. TE 
Gerrard's Battle Gry — Ench * 
2%: All creatures you control get +1/+1 until end ua 
turn. 


Glorious Anthem Ench 1K 
All creatures you control get +1/+1, US 
Greater Realm of Preservation Ench r* 


19%: Prevent all damage to you from a black or red 
source. (Treat further damage from that source normal- 


ly.) *See CoP: Artifacts for related rulings. 5E 
Hanna's Gustody Ench 2% 
Artifacts cannot be the target of spells or abilities. TE 


Heat Inst 

Prevent 1 damage to any creature or player. Draw a 
card at the beginning of the next turn. 5E 
Healing Salve Inst 

Choose one —Target player gains 3 life; or prevent up 
to 3 damage to a creature or player. *Healing Salve is 
a modal spell, with each mode being legal at different 
times. Outside of damage prevention, Healing Salve is 
legal to play only to have a player gain life. During 
damage prevention, it's legal to play only to prevent 
damage. 5EUS 
Herald of Serra SuAngel 3/4 Qe 
Flying, echo. Attacking does not cause Herald of Serra 
to tap. US 


Hero's Resolve EC 1* 
Enchanted creature gets +1/+9. TE 
Hidden Retreat Ench ax 


Choose a card in your hand and put it on top of your 
library: Prevent all damage from an instant or sorcery.SH 
High Ground Ench 

Each creature you control may block one additional 
creature. 

Hipparion Su Hipparion 1/3 De 
Hipparion cannot be assigned to block any creature with 
power 3 or greater unless you pay an additional 2. 5E 
Holy Strength EC * 
Enchanted creature gets +1/+2. 5E 


CLE PLAYER’S GUIDE 


Title Type P/T Cost : 
Honor Guard Su Soldier 1/1 # 
%: Honor Guard gets +0/+1 until end of turn. SH 


Humble Inst 1* 
Each creature loses all abilities and is a 0/1 creature 
until end of turn. eHumble only removes abilities, not 
descriptive text, such as “walls cannot attack.” 
Enchantments that just modify power and/or tough- 
ness or say “enchanted creature gains” don’t have any 
further effect. The effects of other enchantments, such 
as Pacifism and Wanderlust, are still applied. *Spells 
and abilities played after Humble will adjust the crea- 
ture’s 0/1 power and toughness and allow it to gain 
abilities. However, counters that alter power and 
toughness have no effect. 

Humility Ench 2** 
Each creature loses all abilities and is a 1/1 creature. 
See Humble for related rulings. elf a creature has a 
“comes into play” ability, it occurs before the continu- 
ous effect of Humility removes that ability. eWhen cal- 
culating the power and toughness of creatures when 
both Humility and a card such as Nature's Revolt or 
Crusade are in play, apply the effects in the order the 
cards were played. Built-in abilities of a creature and 
any counters on the creature are applied first. Then, 
apply all external effects in the order they entered 
play. This results in counters and abilities such as 
Skyshroud Elite’s having no effect whatsoever on the 
creature's final power and toughness. TE 


icatian Phalanx Su Soldiers 2/4 4% 
Banding. 5E 
lcatian Scout Su Soldier = 1/1 * 


1, }: Target creature gains first strike until end of 
turn. 5E 
leatian Town Sore 5% 
Put four Citizen tokens into play. Treat these tokens as 

1/1 white creatures, 5E 


Intrepid Hero Su Soldier 1/1 2% 
«: Destroy target creature with power 4 or greater. US 
invulnerability Inst 1* 
Buyback 3°. Prevent all damage to you from one 
source. (Treat further damage from that source nor- 
mally.) TE 
island Sanctuar Ench 1* 
Skip drawing a card: Until the beginning of your next turn, 
only creatures with flying or islandwalk can attack you. 
Use this ability only during your draw phase and only 
once each tum. */f you draw more than one card during 
the draw phase, you can delay using the Sanctuary as 
long as you want, to draw as many cards as possible 
before having to decide whether to play its ability. *Once 
you've skipped a draw to pay for this ability, the effect 
will last for the stated duration, even if the Sanctuary is 
removed later. 5E 


fvory Guardians Su Guardians 3/3 4a 
Protection from red. As long as any opponent controls 
any red cards in play, all Guardians get +1/+1. 5E 
dustice Ench 2% 
During your upkeep, pay %* %¥ or sacrifice Justice. 
Whenever any red creature or spell assigns damage, 
Justice deals an equal amount of damage to that 
creature’s or spell's controller. * This ability triggers 
when damage is assigned, not when it's successfully 
dealt. Preventing some or all of the damage that's 
assigned doesn’t affect the damage dealt by Justice. 
The damage dealt by Justice is handled during the 
same damage prevention step as the damage that 
triggered it. 


Karma Ench 2 
During each player’s upkeep, Karma deals to that player 
an amount of damage equal to the number of swamps 
he or she controls. 5E 
Keeper of the Light Su Wizard 1/2 ae 
2, @: Gain 3 life. Play this ability only if you have less 
life than target opponent. EX 
Kismet Ench Es 
Artifacts, creatures, and lands target player controls 
come into play tapped. *Kismet affects ail artifacts, 
creatures, and lands that its target puts into play, 
regardless of how they are put into play. They will enter 
play tapped even if an effect another player controls 
puts them into play. For example, this will apply to a 
land played via Untamed Wilds, or a creature put into 
play via Animate Dead. «These permanents simply enter 
play tapped; they don't enter play untapped and then 
become tapped. Thus, abilities that trigger when some- 
thing becomes tapped aren't triggered. * When some- 
thing phases in, all abilities that modify how it comes 
into play are ignored, along with those that trigger 
because it comes into play. Thus, Kismet doesn't cause 
permanents to phase in tapped. 5E 


Keldoran Royal Guard Su Soldiers 2/5 Sie 
: Redirect from you to Kjeldoran Royal Guard all 
combat damage dealt by unblocked creatures this turn. 
This ability redirects only combat damage dealt by 
unblocked attacking creatures. It won't, for example, 
redirect damage dealt by abilities that happen to be 
used during combat. *Kjeldoran Royal Guard redirects 
all such damage that's being dealt to you or that's dealt 
to you later in the turn. Damage that was already dealt 
to you isn’t redirected. Remember that damage can be 
redirected to something only if it's in play when the 
redirection effect resolves. 5E 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost ; 
Kijeldoran Skycaptain Su Soldier 2/2 ax 
Banding, flying, first strike. 5E 
Knight of Dawn © SuKnight 2/2 dee 


First strike. 2 2%: Knight of Dawn gains protection 

from the color of your choice until end of turn. TE 
Kor Chant Inst 2% 
Redirect to target creature all damage dealt to any one 
creature you control from any one source. xX 
Lancers er-Nor Su Soldiers 3/3 Sa 
Trample. ©: Redirect 1 damage from Lancers en-Kor to 
a creature you control. SH 


Light of Bay Ench 3% 
Black creatures cannot attack or block. TE 
Limited Resources — Ench * 


When Limited Resources comes into play, each player 
chooses five lands he or she controls and sacrifices the 
rest. As long as there are ten or more lands in play, 
players cannot play lands. EX 
Marble Tian Su Giant 3/3 ae 
Creatures with power 3 or greater do not untap during 
their controllers’ untap phases. TE 
Master Decay Su Soldier 
*, &: Tap target creature. 
Mesa Faicon Su Falcon 1/1 Le 
Flying. 19%: Mesa Falcon gets +0/+1 until end of 
turn. 5E 


12 1* 


TE 


Mesa Pegasiis Su Pegasus 1/1 1* 
Banding, flying. 5E 
Monk Idealist Su Cleric 2/2 a 


When Monk Idealist comes into play, return target 
enchantment card from your graveyard to your an 
U 


Monk Realist Su Cleric 1/1 1 
When Monk Realist comes into play, destroy target 
enchantment. US 


Mounted Archers Su Soldiers 2/3 3K 
Mounted Archers can block creatures with flying. 3%: 
Mounted Archers can block an additional creature this 
tum. (All blocking assignments must still be legal) TE 


Nomads en-Kor Su Soldiers 1/1 * 
0): Redirect 1 damage from Nomads enor to a crea- 
ture you control. SH 
Gath of Lieges Ench be 
During each players upkeep, if that player controls 
fewer lands than target opponent, the player may 
search his or her library for a basic land card and put 
that land into play under his or her control. The player 
shuffles his or her library afterwards. EX 


Qpal Acrolith Ench 2% 
Whenever one of your opponents successfully casts a crea- 
ture spell, if Opal Acrolith is an enchantment, Opal Acrolith 
becomes a 2/4 creature that counts as a Guardian. 0: 
Opal Acrolith becomes an enchantment. 


8 Archangel Ench 4 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Archangel is an enchantment, Opal 
Archangel becomes a 5/5 creature with flying that 
counts as an Angel. Attacking does not cause Opal 
Archangel to tap. 

a Caryatid Ench * 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Caryatid is an enchantment, Opal 
Caryatid becomes a 2/2 creature that counts as a 
Soldier. 

Opal Gargoyle Ench 1* 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Gargoyle is an enchantment, Opal 
Gargoyle becomes a 2/2 creature with flying that 
counts as a Gargoyle. 


Opal Titan Ench D7 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Titan is an enchantment, Opal Titan 
becomes a 4/4 creature with protection from each of 
that spell’s colors and that counts as a Giant. US 


Oracle en-Vec = Su Wizard 1/1 LD* 
®: Target opponent chooses any number of creatures 
he or she controls. During that player's next turn, those 
creatures attack if able, and no other creatures can 
attack. At the end of that turn, destroy each of those 
creatures that did not attack. Use this ability only during 
your turn. TE 
Onter of the Sacred Torchsu Paladin 2/2 aka 
®, Pay 1 life: Counter target black spell. Play this 
ability as an interrupt. 5E 
Onier of the White Shielisu Knights 2/1 ped 
Protection from black. %: Order of the White Shield 
gets first strike until end of turn. 2: Order of the 
White Shield gets +1/+0 until end of turn. 5E 
Orim, Samite HealerSu Legend 1/3 dae 
Orim, Samite Healer counts as a Cleric. : Prevent up 
to 3 damage to any creature or player. TE 


Orim's Prayer Ench Lee 
If any creatures attack you, gain 1 life for each attack- 
ing creature. TE 
Pacifism EC 1* 
Enchanted creature cannot attack or block. TEUS 
Paladin en-Vec © SuKnight 2/2 D*# 


First strike, protection from black, protection from red. EX 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title P/T Cost 
Pariah EC 2% 
Redirect to enchanted creature all damage dealt to ie 


Path of Peace Sore ae 
Destroy target creature. That creature's owner gains 4 
life. 


Type 


Peace of Mind Ench 1 
4%, Choose and discard a card: Gain 3 life. EX 
Pearled Unicorn Su Unicom 2/2 S * 
5 
Pegasus Charger Su Pegasus 2/1 2% 
Flying, first strike. US 
Pegasus Refuge Ench 3% 


2, Choose and discard a card: Put a Pegasus token into 
play. Treat this token as a 1/1 white creature with flying. 
*See “Token” in the Rules Summary section. TE 


Pegasus Sampede Sorc bx 
Buyback-Sacrifice a land. Put a Pegasus token into play. 
Treat this token as a 1/1 white creature with flying. EX 


Penance Ench 2 
Choose a card from your hand and put that card on top 
of your library; Prevent all damage from a black or red 
source. EX 


Personal incarnation Su Avatar 6/6 Sea 
Personal Incarnation’s owner may redirect any amount 
of damage from it to himself or herself. If Personal 
Incarnation is put into any graveyard from play, its 
owner loses half his or her life, rounded up. *7he 
destruction of a Personal Incarnation causes loss of life, 
which may not be prevented, redirected, and so on. A 
negative life total is considered to be O for all purposes 
except that of raising or lowering it, so if your life total 
is negative, it doesn’t change. * This loss of life is a trig- 
gered ability that follows the normal rules. For example, 
it will interact normally with Creature Bond, so you can 
choose whether or not to take the Creature Bond dam- 
age before losing life. If two Personal Incarnations 
owned and controlled by the same player die at the 
same time, the abilities are played one at a time, so the 


player won't necessarily drop to 0 life. 5E 
Pikemen Su Pikemen 1/1 x 
Banding, first strike. 5E 


Planar Birth Sore ae 
Put all basic lands from all graveyards into play under 
their owners’ control, tapped. US 


Presence of the Master Ench 3) 
Whenever a player plays an enchantment spell, counter 
it. Enchantments are only countered if they are cast. 
Enchantments may still be put into play by other 
means, such as Show and Tell and Academy 
Researchers. 

Prismatic Ward EC ie 
When you play Prismatic Ward, choose a color. All dam- 
age dealt to enchanted creature by sources of the cho- 
sen color is reduced to 0. * You may only choose one of 
the five Magic colors: white, blue, black, red, or green. 
“Colorless” does not count as a color word. 

Pursuit of Knowledge Ench 3\% 
Skip drawing a card: Put a study counter on Pursuit of 
Knowledge. Remove three study counters from Pursuit 
of Knowledge, Sacrifice Pursuit of Knowledge: Draw 
seven cards. S| 
Quickening Licid — Sulicid 1/1 

19%, &: Quickening Licid loses all abilities and 
becomes a creature enchantment that reads 
“Enchanted creature gains first strike” instead of any 
other type of permanent. Move Quickening Licid onto 
target creature. You may pay # to end this effect. 


te 


*See Transmogrifying Licid for related rulings. TE 
Reaping the Rewards Inst * 
Buyback-Sacrifice a land, Gain 2 life. EX 
Reconnaissance Ench 


0: Remove target attacking creature you control from 
combat and untap it. EX 
Redeem Inst pe 
Prevent all damage to one or two creatures. (Treat fur- 
ther damage normally.) US 


Remembrance Ench ae 
Whenever a nontoken creature you control is put into a 
graveyard, you may search your library for a copy of 

that creature card. If you do, reveal the card, put it into 
your hand, and shuffle your library afterward. US 


Repentance Sorc 2a 
Target creature deals to itself damage equal to its 
power. 

Reventant Blacksmithsu Smith 1/2 be 
Protection from red. 5E 
Reverse Damage Inst Lae 
All damage dealt to you so far this turn from one 
source is retroactively added to your life total instead 
of subtracted. (Treat further damage from that source 
normally.) «Reverse Damage may be played either dur- 
ing the damage-prevention step when the damage is 
dealt or later in the turn. If you play it later in the 
turn, side effects of the damage, if any, aren't undone. 
*/f a single source dealt damage to you at different 
times over the turn, total the damage from that source 
so far this turn and reverse all of it. *Only unprevented 
damage is reversed, and reversing the damage pre- 
vents it. So playing more than one Reverse Damage 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T 
isn't useful unless more damage is dealt to you after 
the first effect resolves, «Remember that mana burn is 
loss of life, not damage, so you can’t regain it with 
Reverse Damage. «Reverse Damage doesn’t cause you 
to gain life equal to twice the amount of damage dealt 
to you by that source so far this turn. Rather, the 
damage is considered to never have been assessed 
against your life total in the first place. You then gain 
life equal to the damage that would have been dealt. 
For example, if Reverse Damage is played while 
Forsaken Wastes is in play, your life total will be reset 
to what it “should” be, though you won't gain life in 
addition to that. . 


Righteousness Inst 
Target blocking creature gets +7/+7 until end of tum. aE 


Rolling Stones Ench be 
Walls can attack as though they were not Walls. SH 


RoP: Artifacts Ench 1% 
%: Prevent all damage to you from an artifact source. 
(Treat further damage from that source normally.) 
Cycling 2. *See CoP: Artifacts for related rulings, US 


RoP: Black Ench 1% 
%: Prevent all damage to you from a black source. 
(Treat further damage from that source normally.) 
Cycling 2: *See CoP: Artifacts for related rulings. US 


RoP: Blue Ench 1% 
a: Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings, US 


RoP; Green Ench ae 
2: Prevent all damage to you from a green source. 
(Treat further damage from that source normally.) 
Cycling 2. ¢See CoP: Artifacts for related rulings. US 


RoP: Lands Ench 1* 
%: Prevent all damage to you from a land source. 
(Treat further damage from that source normally.) 
Cycling 2. *See CoP: Artifacts for related rulings. US 


RoP: Hed Ench Dae 
®: Prevent all damage to you from a red source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 
RoP: White Ench de 
3; Prevent all damage to you from a white source. 
(Treat further damage from that source normally.) 
Cycling 2. See CoP: Artifacts for related rulings. US 


Sacred Boon Inst doe 
Prevent up to 3 damage to target creature. At end of 
turn, put a +0/+1 counter on that creature for each 1 
damage prevented in this way. 5E 


Sacred Ground Ench a* 
Whenever an effect controlled by any opponent puts a 
a into your graveyard from play, put that land aes 
play. 

Sacred Guide Su Cleric 1/1 * 
-%, Sacrifice Sacred Guide: Reveal cards from the 
top of your library until you reveal a white card. Put 
that card into your hand. Remove all other revealed 
cards from the game. 

Salequard Ench Bee 
2%: Target creature deals no combat damage this 
turn. TE 


Samite Blessing EC 
Enchanted creature gains. “<: Prevent all damage to 
any creature from any one source.’ S$ 


Samite Healer SuCleric 1/1 Bed 
®: Prevent 1 damage to any creature or player.  5E 


Sanctum Custodian SuCleric 1/2 2% 
: Prevent up to 2 damage to a creature or player. US 


Sanctum Guardian Su Soldier 1/4 Dea 
Sacrifice Sanctum Guardian: Prevent all damage to a 

creature or player from one source. (Treat further dam- 
age from that source normally.) US 


Scapegoat Inst * 
Sacrifice a creature: Return any number of target crea- 
tures you control to owner's hand. SH 


Seasoned Marshal Su Soldier 2/2 ex 
Whenever Seasoned Marshal attacks, you may tap tar- 
get creature, US 
Seraph Su Angel 4/4 6 
Flying. Whenever any creature Seraph damaged this 
turn is put into any graveyard, put that creature into 
play under your control at end of turn. Sacrifice the 
creature if you lose control of Seraph. °/f a creature 
damaged by Seraph leaves its owner's graveyard 
before the Seraph’s effect resolves, the effect will do 
nothing to it, even if the creature has returned to the 
graveyard. * Whether the creature is a creature card is 
unimportant. For example, if an Assembly Worker 
damaged by your Seraph is destroyed, the Seraph 
effect will put the Mishra’s Factory card into play 
under your control. * The ability triggers when an 
appropriate creature is put into any graveyard, not 
when the Seraph damages a creature. Therefore, the 
player who controls the Seraph as the creature dies is 
the one who plays the ability at end of turn and who 
gets control of the creature at that time. This isn’t 
necessarily the player who controlled the Seraph when 
it damaged that creature. How the Seraph damaged 
the creature is unimportant. ° Triggered portions of an 
effect don't care what happens prior to the effect's 
resolution. If you don’t control Seraph when the crea- 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost 3 


Title Type P/T Cost 
ture is put into play, this won't cause the creature to 

be destroyed. 5E 
Serene Ofering Inst be 
Destroy target enchantment. Gain life equal to that 
enchantment’s total casting cost. 

Serra Avatar Su Avatar */* aka 
Serra Avatar has power and toughness each equal to 

your life total, When Serra Avatar is put into a grave- 
yard, shuffle Serra Avatar into owner's library. 

Serra Bestiary EC ee 
During your upkeep, pay 4 or sacrifice Serra Bestiary. 
Enchanted creature cannot attack, block, or play any a 
ty that includes «$ in its activation cost. 

Serra Paladin Su Paladin 2/2 

: Prevent 1 damage to any creature or player. 
1%, ©: Attacking this turn does not cause target 
creature to tap. - 


Ops 


Serra Zealot Su Soldier 1/1 
First strike. Us 
Serra’s Embrace EC 2 


Enchanted creature gets +2/+2 and gains flying. 
Attacking does not cause enchanted creature to tap, US 


Serra’s Hymn Ench * 
During your upkeep, you may put a verse counter on 
Serra’s Hymn. Sacrifice Serra’s Hymn: Prevent up to X 
damage total to any number of creatures and/or play- 
ers, where X is the number of verse counters on Serra’s 
Hymn. US 
Serra’s Liturgy Ench 29 
During your upkeep, you may put a verse counter on 
Serra’s Liturgy. %, Sacrifice Serra's Liturgy: Destroy up 
to X target artifacts and/or enchantments, where X is 
the number of verse counters on Serra’s Liturgy. US 


Shackles EC 2% 
Enchanted creature does not untap during its 
controller’$ untap phase. %: Return Shackles to 
owner § hand. 

Shaman en-Kor  SuCleric 1/2 P* 


0): Redirect 1 damage from Shaman en-Kor to a crea- 
ture you control. 14%: Redirect to Shaman enKor all 
damage dealt to any one creature from any one a 


Shield Bearer Su Soldier 0/3 ae 
Banding. 5E 
Shield Mate Su Soldier 1/1 * 
Sacrifice Shield Mate: Target creature gets +0/+4 until 
end of turn. EX 
Shield Wall 


1% 
All creatures you control get a a end of tum. 5E 


Shimmering Barrier SuWall 1/3 a* 
First strike, cycling 2. US 
Silent Aendan’ SuCleric 0/2 Qe 


&: Gain 1 life. US 
Skyshreud Falcon SuBird 1/1 D* 
Flying. Attacking does not cause Skyshroud Falcon to 
tap. SH 
Smite Inst x 
Destroy target blocked creature. SH 
Sellar! Champien Su Soldier 2/2 2% 
Shadow. If Soltari Champion attacks, all other creatures 
you control get +1/+1 until end of turn. SH 
Solari Crusader — Su Knight 2/1 2% 
Shadow. 14: Soltari Crusader gets +1/+0 until ye 
of turn, 

Seltari Emissary Su Soldier 2/1 P : 
4: Soltari Emissary gains shadow until end of tum. TE 


Soliari Foat Soldier Su Soldier 1/1 * 


Shadow. TE 
Saltari Lancer Su Knight 2/2 2% 
Shadow. First strike when attacking. TE 
Soltari Monk Su Cleric 2/1 aE 
Protection from black, shadow. TE 
Soltari Priest Su Cleric 2/1 a 
Protection from red, shadow. TE 


Soltari Treoper Su Soldier 1/1 1* 
Shadow. If Soltari Trooper attacks, it gets +1/+1 until 
end of turn. TE 
Soltari Visionary SuCleric 2/2 + Waeae 
Shadow. If Soltari Visionary damages any player, destroy 
target enchantment that player controls. EX 
Songstitcher Su Cleric 1/1 * 
1 4: Target attacking creature with flying deals no 
combat damage this turn. US 
Soul Sculptor Su Townsfolk 1/1 2% 
49%, ©: Target creature becomes an enchantment 
and loses all abilities until a player successfully casts a 
creature spell. US 
Soul Warden Su Cleric 1/1 * 
Whenever any other creature comes into play, gain 1 
life. EX 
Spirit ea-Kor Su Spirit 2/2 3% 
Flying. ©: Redirect 1 damage from Spirit en-Kor to a 
creature you control, SH 
Spirit Link EC 

For each 1 damage enchanted creature deals, gain 1 
life. *Gaining life is a function of Spirit Link, not an 
ability granted to the creature. If you have multiple 


ST - Stronghold 


EX - Exodus US - Urza’s Saga 


Title Type P/T Cost 
Spirit Links on the same creature, each of them will 
give you life when that creature deals damage. You're 
the one who gains the life, even if you don't control 
the creature. However, you can gain life only if Spirit 
Link is in play at the end of the appropriate damage 
prevention step. Protection from a color prevents all 
damage of the appropriate color, which will prevent 
life from being gained. 5E 
Spirit Mirrer Ench Qe 
During your upkeep, if there are no Reflection tokens in 
play, put a Reflection token into play. Treat this token as 
a 2/2 white creature. 0°: Destroy target Reflection. TE 
Standing Troops Su Soldiers 1/4 2a 
Attacking does not cause Standing Troops to tap. EX 
Staunch Defenders Su Soldiers 3/4 Gia 
When Staunch Defenders comes into play, gain 4 life. TE 


Talon Sliver Su Sliver 1/1 1* 
All Slivers gain first strike. TE 
Temper Inst wD 


Prevent up to X damage to target creature, For each 1 
damage prevented in this way, put a +1/+1 counter on 
that creature. SH 
Treasure Hunter Su Townsfolk — 2/2 2% 
When Treasure Hunter comes into play, you may return 
target artifact card from your graveyard to your hand. EX 
Truce Inst ax 
Each player may draw up to two cards, For each card 
less than two any player draws, that player gains 2 
5 


Tundra Wolves = Su Wolves 1/1 * 
First strike, 5E 
Venerable Monk  SuCleric 2/2 2% 


When Venerable Monk comes into play, gain 2 life. SH 


Voice of Grace Su Angel 2/2 Be 
Flying, protection from black. US 
Veice of Law Su Angel 2/2 3% 
Flying, protection from red. US 
Wall of Essence Su Wall 0/4 1* 


For each 1 combat damage dealt to Wall of Essence, 
gain 1 life. SH 
Wall of Nets SuWall O/7 Dae 
At end of combat, remove from the game all creatures 
blocked by Wall of Nets, If Wall of Nets leaves play, 
return to play under their owners’ control all creatures 
removed from the game with Wall of Nets, 
Wall of Swords Su Wall 3/5 

Flying. 

Warmth Ench De 
Whenever target opponent successfully casts a red 
spell, gain 2 life. TE 
Warrior Angel Su Angel 3/4 4a 
Flying. For each 1 damage Warrior Angel deals, gain 1 
life. SH 
Warrior ep-Cor  SuKnight 2/2 ee 
0: Redirect 1 damage from Warrior enKor to a crea- 
ture you control. SH 
Waylay Inst ax 
Put three Knight tokens into play. Treat these tokens as 
2/2 white creatures. Remove them from the game at 
end of turn. US 
Welkin Hawk Su Bird 1/1 be 
Flying. If Welkin Hawk is put into any graveyard from 
play, you may search your library for a Welkin Hawk 
card, reveal that card to all players, and put it into your 
hand. Shuffle your library afterwards. EX 


3 
5E 


White Knight Su Knight 2/2 Ed 
First strike, protection from black. 5E 
Winds of Rath Sore Be 


Destroy all creatures with no enchantments on them. 
Those creatures cannot be regenerated this turn. TE 


Mire Ench 3 
Damage that would reduce your life to less than 1 
instead reduces it to 1 if you control a creature. 
Worship doesn’t prevent damage-it just changes 
what happens at the time damage would normally be 
subtracted from your life total, Abilities that trigger on 
damage (Abyssal Specter’s, Somnophore's, and so on) 
are unaffected, because they will have already trig- 
gered when the damage was first dealt, before being 
applied to the player's life total, US 
Worthy Cause Inst x 
Buyback 2°. Sacrifice a creature: Gain life equal to the 
sacrificed creature's toughness. TE 
Wrath of God Sorc 2 
Destroy all creatures. Those creatures cannot be regen- 
erated this turn. * This spell isn’t targeted and doesn’t 
deal damage, so protection from white won't save a 


creature. 5E 
Youthiul Knight Su Knight 2/1 1x 
First strike, SH 
Zealots en-Dal Su Soldiers 2/4 Bie 


During your upkeep, if all nonland permanents you con- 
trol are white, gain 1 life. EX 


CLASSIC TYPE Hy) 
BANNED * 

Amulet of Quoz 

Bronze Tablet 

Channel 

Chaos Orb 

Contract from Below 

Darkpact 

Demonic Attorney 

Divine Intervention 

Falling Star 

Jeweled Bird 

Mind Twist 

Rebirth 

Shahrazad 

Tempest Efreet 

Timmerian Fiends 


CLASSIC (TYPE t 
RESTRICIED 


Ancestral Recall 

Balance 

Berserk 

Black Lotus 

Black Vise 

Braingeyser 

Demonic Tutor 

Fastbond 

Fork 

Ivory Tower 
ibrary of Alexandria 


Maze of Ith 
Mirror Universe 
~ Mox Emerald 

| Mode 


Strip Mine 


‘Stroke of Genius 
Time Walk 
_ Timetwister 
- Tolarian Academy 
Underworld Dreams 
_ Wheel of Fortune 


Windfall 


_ CLASSIE- 


ely 
IiHED 

Amulet of Quoz 
Ancestral Recall 
Balance 

Berserk 

Black Lotus 

Black Vise 
Braingeyser 

Bronze Tablet 
Candelabra of Tawnos 
Channel 

Chaos Orb 

Contract from Below 
Copy Artifact 
Darkpact 

Demonic Attorney 
Demonic Tutor 
Divine Intervention 
Falling Star 
Fastbond 

Fork 

Ivory Tower 
Jeweled Bird 
Library of Alexandria 


: Maze of Ith 


Mind Twist 

Mirror Universe 
Mishra’s Workshop 
Mox Emerald 
Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 
Rebirth 

Recall 

Regrowth 
Shahrazad 

Sol Ring 

Strip Mine 

Stroke of Genius 
Tempest Efreet 
Time Walk 
Timetwister 
Timmerian Fiends 
Tolarian Academy 
Underworld Dreams 
Wheel of Fortune 
Windfall 

Zuran Orb 


EXTENDED BANNED* 
Any cards from 
the following 
limited-edition — 
expansions and — 
basic sets are — 
bann cf unless: 


Unlimited — 


The following 
individual cards 
are also banned 
in Extended for- 
mat: 

Balance 

Black Vise 

Channel 

Demonic Tutor 
Fastbond 

Hypnotic Specter 
Ivory Tower 

Kird Ape 

Land Tax 

Mana Crypt 

Maze of Ith 

Mind Twist 
Regrowth 

Serendib Efreet 

Sol Ring 

Strip Mine 

Tolarian Academy 
Wheel of Fortune 
Windfall 

Zuran Orb 
STANDARD (TYPE 11) 
BANNED * 

Tolarian Academy 
Windfall 


ATH CYCLE 
CONSTRUCTED 
BANNED 


Cine! Scroll 


/ “Any ante card contained j in Jails 
: eee : 


ering very 
he. middle of 1 


P.O. BOX. fe RENTON, WA 98057-5 9916 
ORDER BY PHONE: (425) 204-8000 ORDER BY FAX: (425) 204-5928 
ORDER BY EMAIL: dve/ist @wizards.com 


MAKE CHECKS PAYABLE TO THE DUELIST. 
Please specify “U.S. Funds” on all non-U.S. checks or 
tavelgh bank draft orders. 


#7, October 95 


Suis 


STREET ADDRESS 


CITY/STATE/ZIP COUNTRY 


| 
a 


| TELEPHONE ( 


™ 
a 


DESCRIPTION 


#17, June ‘97 #19, October ‘97 


*ITEMS SUBJECT TO AVAILABILITY 


8 6% tax (WA residents only) 
Total (U.S. Funds) 


“ayes Jo ayep jeulBi0 wold spied 10 syasul jeioads apnjoul 
jou Aew pue ‘peibegAjod eq jou Aew jsijang ay] $o sanssi salj4eq 


| PAYMENT METHOD [a] MC/VISA/DISC {es CHECK 


| 


CARD NUMBER 


||NAME ON CARD 


} EXP / 


SIGNATURE 


ALL PRICES INCLUDE SHIPPING. PLEASE ALLOW 4-6 WEEKS FOR DELIVERY. 


#26, June ‘98 #29, Sentelnber ‘98 #30, October ‘98 


#27, July 98 #28, August ‘98 


Noe | | SECONDARY MARKET GUID: 


The prices presented here are the result of a nationwide 
survey of retailers. All prices, high, median, and low, are 
real. The median is similar to an average price (also 
called the mean in high-falutin: mathematical terms). The 
difference is that the median is an actual value that is 
located in the middle of an ordered list of all values, 
while the mean is the total of all values, divided by the 
number of values. The variations between high, median 
and low reflect the differences in regional supply and 
demand, The index shows the change in the median from 
last month's DPI, 


The high and low are best used to determine the price 
range for a given card. When purchasing cards, its very 
likely that the price will fall somewhere between the 
listed high and low, and is likely to be closer to the 
median than to high or low. 


When trading cards, its hest to compare their median 
prices. The high and low often fluctuate depending on 
where you are in the country. For the most stable com- 
parison, the median is the way to go. 


Fresh out of the pack, cards are almost always in 
mint condition. Cards that are not straight out of a booster 
may stil! be in mint condition but typically are not, unless 
they've been protected somehow since opening. 


Upon first inspection, mint and near mint 
condition cards should seem identical. Near mint condi- 
tion cards are different only by the virtue of one or two 
barely detectable marks. All DP! prices are for mint/near 
mint condition cards, The distinction is so minor that one 
or two indiscernible marks do not devalue the card. 


Bearing one or two small but noticeable 
marks, which can include small scratches, whitened cor- 
ners, and minor scuff marks, Very fine condition cards 
are worth about 70-90 percent of a mint/near mint ver- 
sion of the same card. 


Cards that have many minor defects—whitened 
comers, scratches, and scuff marks—but no major 
marks, such as creases, folds, or extensive scuff marks. 
Fine condition cards are worth about 60-80 percent of a 
mint/near mint version of the same card, 


Similar to a card in fine condition, but with more 
pronounced defects, or one or two major marks, Good 
condition cards are worth about 30-70 percent of a 
mint/near mint version of the same card. 


Heavily played, creased, or folded cards are con- 
sidered to be in poor condition. Generally, poor condition 
cards that are not in limited supply have little or no value. 
Poor condition cards that are difficult to find in mint/near 
mint condition. are worth about 10-50 percent of a 
mint/near mint version of the same card. 


2A 


<ashv @concentric.net> 
is always on the lookout 
for a good trade, 


ZZ 


At the time the Legends expansion was released, thousands upon thousan: 
of new players were entering the game. The secondary market was mi 
active than it had ever been before. Virtually every out-of-print card 
desirable. Power cards were suddenly worth $100 each or more. § 
Dragons and The Wretched were going for $30 and up. For a year follow 
the eles of Legends, wise tr: aden made a tremendous profit specula ing ¢ 
these cards. Others held onto them too long, assuming the PEC’ wo 

up indefinitely. 


The release of the Chronicles card set was the end of the golden age of the o 
of-print singles market. The Arabian Nights expansions Erhnam 
dropped from $50 to $20. The original Elder Dragons went down to ab 
$10. Chronicles cards were an incredible thing for the players, but dealers 
collectors were outraged. Reacting to the reprinting of these “sacred” car 
the prices of other out-of-print cards soared. Gauntlet of Might began se 
for $100. Chaos Orb rated $60 even though it was banned from tournam: 
play. Unlimited Moxes reached a new high of $150. 


Most of those prices didn’t last long. Out-of-print cards have stea 
dropped in value since the middle of 1997. There are fewer serious Clas 
players today because the cards are so hard to get, and fewer people as 

get all the necessary cards and compete against them. Some collecto: 
became frustrated trying to complete their sets because of the high pric 
Today you can find cards like Gauntlet of Might for $50, Natural Selecti 
for $15, and Lich for $25. Even the power cards, still very popular wi 
players, have gone down in price a bit to settle at about $125. 


Out-of-print cards weren't the only ones to undergo a change of valu 
popularity of in-print cards became closely tied to their play quality. SI 
Dragon and Jester’s Cap remained at about $10-15 each for as long 

were commonly played. Today you can find either for about $5. The s 
holds true for the cards circulating out of Standard. Hammer of Bogar 
and Undiscovered Paradise both halved in price overnight when the Mir 
card set left the Standard environment. On the other hand, there : 
Cinderella stories too. Dual lands—easily worth $6-7 each a year ago 

risen to $15 thanks to the rising popularity of Extended play. 


Are Magic singles a good financial investment? Obviously, those who go 

on the ground floor Me e made a killing. As for the rest, it depends on a v 

ety of Eos Many players today are ville to invest in a few out-o of-p1 at 
cards. They are not looking to make a picks but they do want to be able to 
sell or trade away an expensive card for roughly as much as they paid for 
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Contact: Randolph Grizzle 
Phone: (405) 275-9494 
ragrizzle@aol.com 

% BCS Books & Comics 
701 Inwood Or. 
Bryan, TX 7802 
Phone: (409) 846-7412 


SOUTHEAST 

% Blackthorn 
1430 Highway 70E 
Dickson, TN 37055 
Contact: Mark Amoroso 
Phone: (615) 446-6057 
blkthrn] @aol.com 
Outer Limit Comics 
100 N, Houston Lake Blvd. 
Centerville, GA 31028 
Contact: David Davenport 


% Neutral Ground - New York 
122 W. 26th St, 4th Floor 
New York, NY 10001 
Contact: Brian David-Marshall 
Phone: (212) 633-1288 
info@nground.com 
Rah Coco’s 
1063 Chalkstone Ave. 
Providence, RI 02908 
Contact: Regan Hurst 
Phone: (401) 861-3221 

« The Game Zone 
903 Central Ave. #8 
Dover, NH 03820 
Contact: Mark Hutchinson 
Phone: (603) 749-2242 


NorRTHWEST 


257 8. Water St. 

Kent, OH 44240 

Contact: Paul Burdick 
Phone: (330) 673-2230 
zuranguy @aol.com 

All Star Comics & Cards 
1151 Quentin Rd. 
Lebanon, PA 17042 
Contact: Kevin Furhman 
Phone: (717) 228-1855 
Game Trader 

428 Portage Trail 
Cuyahoga Falls, OH 44221 
Contact: Lee MeLain 
Phone: (330) 922-4263 
gtrader@raex.com 


NWowest 
% In Your Face Comics 


Crown Point, IN 46307 
Contact: Tim Malott 
Phone: (219) 663-7537 
save @big-league.com 
Dragon Fire Comics 
1800 N.W. 86th St. 
Clive, 1A 50325 
Contact: Doug & Jeff 
Phone; (515) 270-5371 
Heroes Comics 
4562 Chloe 

Pikeville, KY 41501 
Contact: Ben Crisman 
Phone: (606) 432-4376 


NorRTHEAST 
% The Brass Dragon 
272 Main St. 


CENTRAL 

4% Cosmic Comics - Helena 
109 E. 6th Ave. 
Helena, MT 59601 
Contact: Peggy Bahis 
cosmic @centric.net 
Dragon's Den 
3801 W. 34th St, Suite 115 
Sioux Falls, SD 57106 
Contact: Larry Kohlman 
Phone: (605) 361-4343 
dragons_den@ideasign.com 
The Splash Page - Missoula 
1900 Brook St. 
Missoula, MT 59801 
Contact: Scott Phelps 
Phone; (406) 643-9944 
phelps @bigsky.net 


Blackhills Magic 
914 Main St. 
Rapid City, SD 57701 
Contact: Jack Korsen 
Phone: (605) 343-5531 
skorsen@rapidnet.com 

« Level 12 
114 W. 2nd St. 
Casper, WY 82601 
Contact: Mark Bull 
Phone: (307) 266-5303 
splort@ coffey.com 

* Imagination Unlimited 
1000 N. Sth St. 
Grand Junction, CO 81501 
Contact: Verna Feuerborn 
Phone: (970) 243-2963 


Nho-FATLANTIC 

4% Comic Shop Plus 
235 8. 21st St 
Newark, OH 43055 
Contact: Gary Mocus 
Phone: (740) 344-5471 
sales @comicshopplus.com 
Guardian Comics 
114 Smallwood Village 
Waldorf, MD 20602 
Contact: Paul Ragsdale 
Phone: (301) 638-0898 
pragsdal@olg.com 
Richmond Comix 
8517 Midlothian Turnpike 
Richmond, VA 23235 
Contact: Frank Miller 
Phone: (804) 330-3460 
tichmix@cyberwks.net 
Comicquest 
1328 Chestnut St. 
Emmaus, PA 18049 
Contact: Tom Barnes 
Phone: (610) 966-0199 
{i@enter.net 
Total Access Games 
7217 Stonewall Parkway 
Mechanicsville, VA 23111 
Contact; John Bowles 
Phone: (804) 559-1124 
total-access @ mindspring.com 

« Spellbinders 


2350 E. Stop 11 Rd. 
Indianapolis, IN 46227 
Contact: Alex Heminger 
Phone: (317) 888-9961 
angelal@iquest.net 


* Chimera Hobby Shop-ll 


425 W. College Ave. 
Appleton, WI 54911 
Contact: Bob Moses 
Phone: (920) 735-1201 
chimera @iosys.net 
Downtown Comics 
111 N. Pennsylvania St. 
Indianapolis, IN 46204 
Contact: Kevin Dolen 
Phone: (317) 237-0398 
dte@indy.net 

Galaxy Cards & Comics 
2707 Aurora Ave. 
Naperville, IL 60540 
Contact: Dan Pfiefer 
Phone: (630) 778-1144 
galaxycom! @aol.com 


« The Tenth Planet 


200 W. Lincoln Hwy. 
Schereville, IN 46375 
Contact: Matt Johnson 
Phone: (219) 322-2902 
merlin@netnitco.net 
Sibley Lumber Centers 
25212 Harper Ave. 

St. Clair Shores, MI 48081 
Contact: Howard Dawson 
Phone: (810) 772-2020 
phd11 @juno.com 

Outer Limits/White Cap Comics 
1120 Burton S.W. 

Wyoming, MI 49509 
Contact: Dan Collins 

Phone: (616) 452-1348 
rex2man@aol.com 

$ & § Collectibles 
3506 §. 22nd St. 

St. Joseph, MO 64503 
Contact: Sam Bradford 
Phone: (816) 233-4413 
sandscomputing @sandscomputing.com 


Big League Baseball Cards Supply 


527 N. Sheridan St. 


Torrington, CT 06790 * Games Plus 


Contact: Brian Muhlbaier 
Phone: (860) 489-5262 
brassdragon@snet.net 
Saratoga Sci-Fi 

Wilton Mall 

Saratoga Springs, NY 12866 
Contact: Doug Chang 
Phone: (518) 584-2699 
doug @scifizone.com 
Dragon's Lair 

1144 New Brittain Ave, 
West Hartford, CT 06110 
Contact: Vince Seese 

Phone: (860) 231-1915 
drgnlair@aol.com 

Jam’s Comic Connection 
435 King St 

Littleton, MA 01460 
Contact: Joan Sekelsky 
Phone: (978) 486-1099 
jamscomics@aol.com 
New Hampshire Magic Outpost 
761 Candia Rd. 

Chester, NH 03036 

Contact: Raymond Anderson 
Phone: (603) 483-2276 
maroken@aol.com 

The Grid 

687 Main St. 

Manchester, CT 06040 
Contact: Karl Dignam 
Phone: (860) 645-9006 
the_grid@yahoo.com 
Wayne’s Cards & Comics 
711 Putnam Pike 

Greenville, Rl 02828 
Contact: Wayne Martin 
Phone: (401) 949-0022 
wmartin?11@aol.com 
Heavenly Collectibles 
883 72nd St. 

Brooklyn, NY 11228 
Contact: Reynaldo Torres 
Phone: (718) 921-0450 
Lenox Sportscards & Gaming 
55 Pittsfield Rd. 

Lenox, MA 01240 

Contact: Bill Mitkoff 

Phone: (413) 637-3243 


17612 140th Ave. N.E. 
Woodinville, WA 98072 
Contact: Donald Forbis 
Phone: (425) 485-7295 
gamespls @isomedia.com 
Somerville Entertainment 
8008 W. Scardale 

Boise, 1D 83704 

Contact: Ken Somerville 
Phone: (208) 368-5277 
somerent@micron.net 
Emerald City Comics 
770 E. 13th 

Eugene, OR 97401 
Contact: Stuart Bracken 
Phone: (541) 345-2568 


Gambit Games - Former Location 


1037 Northwest Brooks St. 
Bend, OR 97701 

Contact: Brad Irwin 
Phone: (541) 330-8196 


SOUTH 

* Evolution Comix 
912 Adams 
Alamagordo, NM 88310 
Contact: John Thomas 
Phone: (505) 434-9350 
evocom@wazoo.com 
Grand Slam Sports & Comics 
3436 Williams Rd. 
Fort Worth, TX 76116 
Contact: Jim Morgan 
Phone: (817) 244-7311 
grands!a@onramp.net 
Ivory & Steel 
1585 Cimarron Plaza 
Stillwater, OK 74075 
Contact: Jason Lewis 
Phone; (405) 372-3905 
ivoryst|@ionetnet 
Pegasus Loft 
3808A Kemp Blvd, 
Wichita Falls, TX 76308 
Contact: Shelton Fugate 
Phone: (940) 692-7571 
peglaft@wf.quik.com 
Bibliotech Books and Comics 
123 E. Main 
Shawnee, OK 74801 


Phone: (912) 953-7867 
ded127 @aol.com 

Games Galore - Raleigh 
6570 Glenwood Ave, 

Raleigh, NC 27612 

Contact: Chris Killmeyer 

Phone: (919) 781-4263 
jamesgalore @ compuserve.com 
Bunjee’s Books and Comics 
1414 Highway 16 W. 

Griffin, GA 30223 

Contact: Bill Phillips 

Phone: (770) 412-6723 
smivvins@aol.com 

Games & Things 

1575-C Fort Campbell Blvd, 
Clarksville, TN 37042 

Contact: Kenneth Hawkins 
Phone: (931) 553-0381 


West 

%* All Star Baseball 
912 S. Robertson Blvd. 
Los Angeles, CA 90035 
Contact: Richard Lo Scalzo 
Phone: (310) 652-2904 
allstarcards @earthlin.net 
Arizona Collector's Paradise 
1649 N. 74th St. 
Scottsdale, AZ 85257 
Contact: George Velez 
Phone: (602) 970-6744 
azpar@aol.com 
Court Jesters 
1117 E Main St, #102 
Alhambra, CA 91801 
Contact: Frank Burr 
Phone: (626) 284-2607 
frank@courtjesters.com 
North Coast Role Playing 
B09 E St. 
Eureka, CA 95501 
Contact: Barry Osser 
Phone: (707) 444-2288 
osstncrp @mail.northcoast.com 
Thunder & Lightning Cards 
1716 Colorado Blvd, 
Los Angeles, CA 90041 
Contact: Art Soghomonian 
Phone: (323) 341-6600 
tlgaming @aol.com 


The DPI is open to any retailer 
who'd like to be a member. 

/f you're a store owner who'd 
like to participate, 

call (425) 254-2212 or email 
<superskrull@wizards.com>, 


Complete Set 
Booster Display.. 
Booster Pack 
Starter Display. 
Starter Deck. 
Typical Common 


Air Elemental..... 
Ancestral Recall . 
Animate Artifact. 
Animate Dead 
Animate Wall 
Ankh of Mishr 
Armageddon .. 


Badlands... 
Balanct 
Basalt Monolith .. 
Bayou... 
Berserk 
Birds of Paradise 
Black Knight. 
Black Lotu: 
Black Vise 


Burrowing 
Camouflag 
Castle... 
Celestial Prism 
Channel 
Chaos Orb 
Chaoslace.. 


Control Magic 
Conversion. 
Copper Tablet 
Copy Artifact. 
Counterspell.. 
rusade..... 
Crystai Rod 
Cursed Land... 
'yclopean Tomb.. 
ark Ritual 
Darkpac 
Deathgrip.. 
eathlace . 
lemonic Attorne| 
Demonic Hordes.. 
Jemonic Tutor: 


Disintegrate.... 
Disrupting Scept 
Dragon Whelp 
Drain Power... 
Dwarven Demo Team. 
Earth Elemental. 
Earthquate...... 
Elvish Archers. 
Evil Presence.. 
False Orders. 
Farmstead 
Fastt 
Fee 
Fire 
Firel 
Flashfires... 
Force of Nature. 
Forcefield .. 


Gaea’s Liege... 


4 2 

3.00 2.00 

80.00 65.00 30 

4 2 0.5 

10. 8 3 

300 2 2.00 

10. 6 2.01 

10. 6.50 3.00 
20.00 10.00 
12 3 


$3,275. $2,000 

3500 2,800 1,80 
185 «100s 

2500 2,000 1,30 
250 20010 

2 00 05 
$4.00 $2.00 $2.00 
00 150.00 75.00 

400 2 5 
400 2.00 20 
1000 700 3.00 
10 00 3.0 
30.00 2200 6.00 
10.00 800 4,00 
20.00 1500 5.00 
40.00 3393 15 
25.00 1500 6) 
500 490 200 

40.00 32.00 15, 
45,00 39.00 2000 
35,00 2000 8.0 
00 4.50 2.0 

400.00 400.00 225, 
9.00 500 3.00 
00 200 1.50 

5500 40.00 25 
13.00 1000 § 
300 200 14 
400 2, 20 
25.00 1800 6.0 
300 200 1.5 
1500 1000 2 
300 200 2 
400 200 2 


9.00 4.00 
5.00 300 0.50 
3i 1.25 0.50 
20.00 1200 5.00 
4 3 2.00 
10 750 3.0 
10.00 800 2.00 
3 2.00 2.0 


10, 5.0 
12.00 6.0 
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; Hypnotic Specter 
: icy Manipulator. 


: Instill Energy. 
> Invisibility 
2 Iron Star... 
} Island Sanctuary 
Ivory Cup.. 

H Jade Monolith 
} Jade Statue.. 

: Jayemdae Tome. 


: Keldon Warlord .. 
: Kormus Bell. 
? Kudzu. 


¢ Mox Ruby. 
: Mox Sapphire 
} Natural Selection 
+ Nether Shadow. 
: Nettling Imp.. 
4 Nevinyrral's Disk 
: Nightmare... 
} Northern Paladin 
H Obsianus Golem. 
} Orcish Artillery... 
£ Orcish Oriflamme 
Personal Incarnation 
£ Phantasmal Forces.. 
¢ Phantom Monste 


} Power Surge.. 
} Psionic Blast.. 
£ Purelace... 
$ Raging River.. 
} Red Ward. 
H Regrowth... 
i Resurrection. 
i Reverse Damage 
Righteousness 
£ Roc of Kher Ridges.. 
} Rock Hydra.... 


? Sorubland., 


? Goblin Balloon Brigade... 
} Goblin King... 
Granite Gargoyle 
} Green Ward... 
¢ Helm of Chatzuk 


ive, The... 
lowling Mine 
urricane.. 


llusionary Mask 


anc 
ey Drui 
ibrary of Leng.. 


Med Low TR 


60.00 3 

1.50 2 

‘ 2.00 2 
200 200 2 
14, 100 2 
14.05 6.00 3 
1.50 2 

A 3.00 2 
950 200 2 
15. 5.00 3 
2 2.00 2 
9 3.50 2 
2 2.00 2 
35.00 20.00 3 
40, 6.00 3 
2 2.00 2 
300 050 1 
ai 2.00 2 
8 2.00 2 
ai 2.00 2 
50 3.00 2 
15.00 8.00 2 
14.50 5.00 3 
I 1.50 3 
a 2.00 2 
2.00 200 2 
750 4.00 2 
i 2.00 2 
200 200 2 
2 2.00 2 
200 200 2 
50.00 25.00 3 
a 2.00 2 
ch 2.00 2 
200 200 2 
4.50 200 3 
rh 2.00 2 
1 2.00 2 
2 1.50 2 
2 100 2 
16. 4.00 3 
2 2.00 2 
10. 5.00 2 
8.00 8.00 3 
2 5.00 2 
10. 3.00 3 
00 «3.00 3 
10.00 3.00 2 
10. 2.00 2 
900 300 2 
180.00 120,00 5 
180.00 120.00 5 
180.00 110.00 5 
180.00 120.00 5 
185,00 120.00 5 
29.00 1000 3 
0. 300 2 
3 2.00 2 
20.00 10.00 4 
25.00 10.00 3 
12. 6.00 2 
2 2.00 2 
2.50 200 2 
3.00 2,00 2 
10.00 5.00 2 
2.00 200 2 
2.00 200 2 
3.00 2 

16.00 4 

9.00 300 2 
rh 15.00 3 
6.00 200 2 
43.75 25.00 3 
2 1.50 2 
6. 2.00 3 
a 200 2 
10.00 5,00 2 
9 5.00 2 
10.00 600 3 
1565 600 3 
2 2.00 2 
25.00 14.00 3 
2.00 200 2 
30.00 15.00 4 
15. 3.00 3 
2.00 200 2 
.00 4 


+/.. 
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High Med Low TR +/- 


: Item 


High’ Med Low TR 


+/.. 


2 Sedge Tol... 20.00 15.00 6.00 3 2 White Knight. 600 450 200 3 
; Sengir Vampit 16 30 «63.00 3 : White War 300 200 150 2 
} Serra Angel... 25.00 151 6.00 3 ? Will-o’-the-Wisp 20.00 15.00 600 3 
: 50. 40.00 15.00 4 ; Winter Orb.... 20.00 1500 300 3 
H 3 200 200 2 ? Wooden Sphere, 300 200 200 2 
} Sinkhole.... 16. 13.60 10.00 2 030 § Word of Command.. 75.00 55.00 25.00 3 
? Siren’s Call... 3, 2.00 200 2 : 40.00 2500 6.00 4 
2 Slei 3,00 2 10.00 1000 500 2 
3 A 2.00 2 
10.00 200 2 
: i 2.00 2,00 2 
3 Stasis... 12) 50 300 3 
: Steal Artifact 400 2.00 200 2 : 
2 Stone Gian 300 200 1.50 2 } Complete Set $4,200 $3,500 $3,000 5 
4 Sunglasses of Urza, 10.2 00 300 2 } Booster Display.. 3800 3,000 2500 5 
Swords to Plowshares. 0 600 4.00 3 2 Booster Pack. 5 123/199 5 
} Taiga... A 33.08 15.00 4 ? Starter Display 2,750 2,500 2,000 5 
hicket Basilisk. 4 2.00 200 2 > Starter Deck. 300 (28 15 5 
houghtlace.. 10.00 55 2.00 2 : Typical Common 1 1 0.50 2 
hrone of Bone... 4.00 2. 2.00 2 : 
imber Wolves 2.00 2 2 Air Elemental 3 
ime Vault 10.00 3 } Ancestral Recall. 5 
ime Walk 90.00 5 } Animate Artifact. 2 
imetwister.... 65.00 5 : Animate Dead 2 
} Tropical Island 40.00 3413 1200 4 : Animate Wall 3 
$ Tsunami 400 2) 2.00 2 $ Ankh of Mish 3 
2 Tundra.. 45.00 3255 1200 4 3 Armageddon .. 4 
} Tunnel. 400 200 1.50 2 Aspect of Wot 3 
} TwoHeaded Giant of Foriys 00 55, .00 3 2 Bad Moon. 4 
Nderground Sea..uuue R 40.00 3733 15.00 4 : Badlands... 4 
: Uthden Troll....... rs 3.00 200 1.50 2 ; Balance. 4 0 
> Verduran Enchantress... 1000 800 200 2 } Basalt Monolith 2 
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Survey Says... 


Hottest-selling Single Cards of All Time: Dual Lands 
Most Popular Deck Types: Burn, Baby, Burn! 


O by Alex Shvartsman 


Urza's Saga has been out for a few months now, and the response has 
been earth shattering. For the first time—since the release of 
Mirage—we’ve seen cards banned in Standard. Though the price of 
Tolarian Academy has begun to ship, it’s still holding strong. 

You may have already noticed that we have anew DPI contributor, 
Game Trader of Cuyahoga Falls, Ohio. The Duelist would like to 
thank all of you who responded to our open call for more contributors. 
There are still a few spots available, so run to the phone and give us.a 
call! Beginning next month, you'll see even more names gracing the 
DPI Contributors listing. 

%* What is the best-selling card of all time in your store? 
%* What is the most popular deck type of all time among your 
customers? 


H Vesuvan Doppelganger...R 40.00 30.0 3 00 40.00 1200 4 

+ Veteran Bodyguard. 20,00 151 100 3 50.00 40.00 2000 4 

; Volcanic Eruption 12,00 10 3.00 2 Birds of Paradise 40.00 30, 8.00 4 

} Volcanic Island 45,00 2750 10.00 3 Black Knight.. 1200 555 4.00 3 

} Wall of ir. 300 200 150 2 ; 00 372.50 22500 5 1.2 

? Wal 300 200 200 2 00 8.25 300 2 

? Wa 300 200 200 2 50 200 200 2 

Wal 3.00 200 200 2 00 3785 26500 3 ik 

Wa 300 50 2 essing... 12.00 1000 500 3 

? Wa 300 200 1.50 2 lue Elemental Blast 200 100 O75 2 

i Wa 300 200 200 2 50° 200 200 2 

: Wal 300 2. 2,00 2 50 2 2.00 2 

? Wanderlust. 3.00 2 50 2 00 20 6.00 4 

: Warp Artifact. 10.00 650 200 2 50 200 200 2 

: Elemental. 300 200 200 2 ; 00 10.00 200 2 

Web..... 10.00 81 2.00 2 2 Castle... 00 2,00 2 
Wheel o 3 Celestial Prism 200 2 


30.00 20 7.00 
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Med w TR High Med Low 


400 25 
10.0 
Vesuvan Doppelganger...R 40.0 


+ Mox Sapphire 00 120.00 5 
+ Natural Selection A .00 1000 3 
+ Nether Shadow... . I 3.01 


= Green Ward 
ealing Salve. 
elm of Chatzuk.. 


contract from Below. 
Control Magic... 
Conversion... 

‘oper Tabl 

opy Artifac 
‘ounterspell 
Crusade . 

Crystal Rod 


isrupting Scepter. 
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£ Hive, The.... 
3 Holy Armor. 


loly Strength... 
Howl from Beyon 
Howling Mine... 


Hurricane... 


Invisibility 


Iron Star. 
Ironclaw Ores 
Island 

Island Sanctuary 
\vory Cup 

Jade Monolith 
Jade Statue... 


Hurloon Minotaur. 


lypnotic Specter... 
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Nettling Imp.... 


$ Nevinyrral’s Disk . 


Nort 


+ Obsianus Golem 
: Orcish Artillery 
£ Orcish Oriflamme.. 
Paral 
§ Pearled Unicorn... 


Personal Incarnation 


Phantom Monster 
Pirate Shi 
Plains 


Power Surge... 
Prodigal Sorcerer. 


Psionic Blast 


Red Ward... 
Regeneration 
Regrowth. 

Resurrection 


Roc of Kher Ridge 
Rock Hydra 

Rod of Ruin.. 
Royal Assassi 
Sacrifice . 

Samite Heale 
Savannah. 
Savannah Lions 
Scathe Zombies 


= Scavenging Ghoul. 
: Scrubland 

+ Scryb Sprites 

4 Sea Serpent. 

; Sedge Trol 

= Sengir Vampire. 
$ Serra Angel.. 

£ Shatter 


E Sinkhole... 
+ Siren’s Call... 


2.0 
10.00 
10.00 

3.00 


Veteran Bodyguart 
Volcanic Eruption 
Volcanic Island 
Wall of Air... 

Wal 
Wal 
Wa 
Wa 
Wal 
Wal 
Wal 
Wanderlust. 
Warp Artifact... 
Water EI 
Web... 
Wheel of 


Winter Orb... 
Wooden Spheré 
Word of Command 
Wrath of God... 


£ Zombie Master 


+ Starter Deck. 
+ Typical Commo 


ir Elemental..... 


£ Balance... 

= Basalt Monolith 
¢ Bayou. 

$ Berserk 

£ Birds of Paradis 
: Black Knight 


18.0 
10.0 
50.0 
3.0 
2.0 
2.50 
2.5 
25 


$2,800 $2,500 $1,601 
3,900 2,375 2,001 

125 = 100 
2,000 1,875 
2 
0.25 


$1.51 
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ragon Whelp..... i Hl , i I { : i I i 4 ; Black Lotus 
Drain ife.. f A { i x d i A £ Black Vise 
Drain Pow R I i i : i i , H f , , + Black Ward... 
warven Demo Teat ft I i 38: 1 h i : , i i : Blaze of Glor 
Earth i A { ; i I I i i i i I i ; Blessing... 
Earthbi H H 
Eartt 
Elvis! 
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£ Sunglasses of Urza 
£ Swamp 
£ Swords to Plowshares 


£ Living Lands., 
Living Wall... 


ss 


PN 
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£ Thicket Basilisk. 
$ Thoughtlace.. 

: Throne of Bon : 
imber Wolve k fj i £ Cockatrice 

ime Vault i I i i Consecrate Land 
: Conservator. 

: Contract from Belo 
: Control Magic 

: Conversion 

i 4 . : Copper Tablet 

£ Tundra.. X A £ Copy Artifact. 

I £ Tunnel , I k $ Counterspell 

i I £ Twiddle. K ! , $ Crusade.... 


sess 


Force of Nature 
Forcefield . 


ee 


ss 
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Goblin Balloon Brigade 
Goblin King... 
Granite Gargoyle 


00 182.5 i 25} TwoHeaded Giant of Foriys 


nderground Sea 


; Unholy Strength. 


summon, 


$ Crystal Rod 
$ Cursed Lan 
} Cyclopean Tomb. 


Dark Ritual 


00 040 0.20 


High Med Low TR +/ Item High Med Low TR +/ High Med Low TR “4 Item 


£ Castle sud 200 0.88 
3 Celestial Prism 100 0.88 
$ Channel 150 1.00 
$ Chaoslace. 3.00 1.00 
H 400 250 
6.00 5.00 
500 3.95 
1 0.63 
3.00 
2.00 
3 ! 0.50 
: Copy Artifact. i §.95 
+ Counterspell.. 

: Crumble... 

: Crusade... 

3 Crystal Rod... 

; Cursed Land 

i Dancing Scimitar... 
+ Dark Ritual 


Mox Pearl. 175.00 150.00 100.00 : i a x 1.00 
+ Mox Ruby. 775.00 150.00 100.00 2 Wall of Bone. 
£ Mox Sapphire 195.00 150.00 100.00 = Wall of Brambles 
£ Natural Selection 30.00 2200 5.00 = Wall of Fir 
£ Nether Shadow... 800 500 150 £ Wall of Ice 
+ Nettling Imp... 300 1.25 1.00 = Wall of Stone 
4 Nevinyrral's Disk 1200 800 300 ; Wall of Sword: & 1.0 
$ Nightmare 1200 800 600 2 = Wall of Water i 1 
+ Northern Paladin 800 680 300 ¢ Wanderlust... A 1.00 
: Obsianus Golem 200 100 050 ‘ Warp Artifact i 4.00 
$ Orcish Artillery .. 2 ! 0.35 $ Water Elemental ai i 1.00 
$ Orcish Oriflamm 200 1 0.50 £ Webd..nrins 
£ Pearled Unicom 100 0. 0.20 + Wheel of Fortun 
3 Personal Incarnatio 6.01 4 3.00 H White Knight. 
© Pestilence 100 0. 0.20 : White Ward... 


6.00 4.00 2 
1 
2 
2 
2 
2 
2 
1 
2 
1 
2 
iT 
1 
1 
3 
2 £ Phantasmal Forces. 2.01 { 0.35 + Will-o'-tl 
1 
1 
2 
2 
1 
1 
1 
1 
2 
3 
3 
2 
2 
3 
1 


200 1.00 
Deathlace...... §00 3.0 
Demonic Attorne 600 3.00 
Demonic Hordes. R 16,00 11.90 
Demonic Tutor 10.00 6.0 
Dingus Egg... 6.00 4.0 
Disenchant..... 00 0.25 
Disrupting Scepter... 6.00 4.0 
Dragon Whelp 3.00 2.00 
Drain Power.. 00 4.0 
Dwarven DemoTeam.....U 800 5.0 
Earth Elemental 1.0 
Earthbind...... f 03 
Earthquake..... i 5.0 
Elvish Archer: A 5.0 
Evil Presence 00 1.0 
False Orders.. 4 2.00 
Farmstead R i 4.0 
Fastbond.. I 6.0 
Feedback. yi 1.0 
Fire Elemental i 1.00 
Fireball 2 0.30 
Flashfires.. 2.00 1.00 
Force of Nature. I 8,25 
Forcefield \00 81.23 
Fork.... .00 17.00 
‘ungusaur i 5.00 
Gaea's Liege i 6.00 
Gauntlet of Mig! .00 90.00 
Glasses of Urza. ‘ 1.00 
Gloom... vl q 1.00 Resurrection i J 1.00 = , ragon Whelp... 

Goblin Balloon Brigade ...U i 1.00 A i 2.00 rain Life. 

Goblin King... i 2.00 Air Elemental : Drain Power. 

Granite Gargoyl Roc of Kher Ridges . 3.00 Aladdin's Lamp. { Drudge Skeletons... 
Green Ward.. Rock Hydra 2.00 Aladdin's Rin ‘ { jwarven Weaponsmit 
Guardian Angel. Rod of Ruin. Animate Artifact é Earth Elemental esses 
‘oyal Assassi Earthbind. 

Sacrifice Earthqual 


0 
0 
00 
00 
0 
0 


A Phantasmal Terrain........0 1.00 0. 0.20 : Winter zi 
HE Phantom Monste U 3,00 Ht 0.35 Z Wooden Sphere....... 
£ Pirate Ship.... 600 400 1.50 + Word of Command 
$ Plateau. 20.00 15.00 10.00 $ Wrath of God... ? Darkpact... 
: 100 025 020 ‘ombie Master... } Deathgrip. 
500 400 1.00 + Deathlace 
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100 0. 0.20 + Demonic Attorney.. 
25.00 2000 050 + Demonic Hordes 
100 025 020 REVISED > pemonic to. 
600 3 0.50 Desert Twister. 
40.00 33.15 15.00 $275 $200 Dingus Egg... 

100 0: 0.20 isplay.. % 300 = 280 
100 1 0.25 5 973 6.95 
Regeneration 1.00 0. 0.20 re 240 200 isrupting Scepter.. 
Regrowth. i 1,00 25 16 Dragon Engine. 
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lowl from Beyond 
lowling Mine... 
urloon Minotaur... 


oer 


Savanna 
Savannal 
Scathe Zombies 
Scavenging Ghoul. 
Scrubland.... 
Sea Serpent 
Sedge Troll... 
+ Sengir Vampire.. 
£ Serra Angel. 
Shatter... 
£ Shivan Dragon. 
£ Simulacrum. 
£ Sinkhole. 
} Siren’s Call. 
} Sleight of Mind 
: Smoke 
: Sol Ring. 
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ce Storm... 

cy Manipulator 
llusionary Mask 
nstill Energy. 
nvisibility...... 
ron Star. 

Island Sanctuary 
Ivory Cup... 
Jade Monolith... 
Jade Statue 
Jayemdae Tom 
Juggernaut . 
Jump...... 
Karma sss 
Keldon Warlord 
ormus Bell 
Kudzu 


= ets 
—— 
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Lightning Bolt is a bestseller, It's cheap, everyone loves it, and it works well in lots of differ- 
ent decks, 


— 


a z 
sees 


Right now, Tolarian Academy decks are the most popular. Over the period of years, | would say 
a red/green beatdown-and-direct-damage deck has remained on top. It was played before 
Sligh and is still played today. 


on 
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E Stone Giant. 
: Stream of Life . 


— 
S 
a 


ibrary of Leng 
i es i : 
Ankh of Mishra | f 00 ? Ebony Horse 

} Armageddon... J I 00 } ElHajj.. 

$ Armageddon Clock... i F A } Elvish Archers.. 
¢ Aspect of Wolf. i i J Ener 


ifelace.. 
Lifetap.... 
Lightning Bolt. 
iving Artifact... 
Living Lands. 
Living Wall . 
Janowar Elves 
ord of Atlantis, 
Lord of the Pit. 


U 

C 

R 

U 

R 

C 

hicket Basilisk U 
houghtlace R 
hrone of Bone U 
imber Wolves. R 
R 

R 

R 

R 

U 

R 

U 

C 


} Time Vault. 

} Time Walk.. 
imetwister, 
ropical Island . 
isunami 


; Balance...... 
Basalt Monolith 

; Bayou... 

; Birds of Paradise . 
: Black Knigh 

4 Black Vise .. 
wididle.. : . ? Black Ward 

} TwoHeaded Giant of Foriys R I F Blessing ..nms 

£ Underground Sea i } Blue Elemental Blast 
£ Uthden Troll Ua ! Blue Ward... A 
£ Verduran Enchantress... x i x $ Bog Wraith. : A I } Frozen Shade... 
: Vesuvan Doppelganger... J $ Bottle of Suleiman........ i A } Fungusaur.. 

q Veteran Bodyguard........ { i ? Braingeyser i i i : Gaea's Liege 
Volcanic Eruption... { 4 A } Brass Man. Al i : Giant Growth... 
: Volcanic Island ..o.essesss i : Burrowing....... ee { Glasses of Urz 


Mana Flare.. 
Mana Short 
Mana Vault. 
Manabarbs .. 
Meekstone. 
Mesa Pegasus 
Mind Twist. 
Mox Emerald . 
Mox Jet... 


Lae 
S& 
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High Med Low TR 4 : High Med Low TR #/ : I ney gi g item 


1.00 090 050 : i 700 500 3.00 : 35 0.20 005 Cave People 1.00 050 0.25 
Goblin Balloon Brigad 100 1.00 025 > Obsianus Golem 100 077 025 } The Hive. ; 3.20. 1.00 Celestial Prism .. 100 0. 0.25 
Goblin King 600 4.45 3.00 : 300 «61.50 060 £ The Rack A ! 0.50 Channel... 100 0: 0.25 
Granite Gargoyl 8.01 6.00 3.00 i Orcish Artillery .. 10 0.75 | 025 : hicket Basilisk { 1 0.50 Chaoslact 400 { 0.50 
Green Ward. 1 0.50 0.25 £  Orcish Oriflamme.. { 075 = 0.25 : Thoughtlace i 0.50 Clockwork Avia $00 3. 2.00 
Guardian Angel I 0.05 Ornithopter....... { 05 0.25 : hrone of Bone 1 , 0.25 Clockwork Beas! 4.00 i 2.00 
Helm of Chatzul i 200 1,00 Paralyze , 0.23 (0.05 : Timber Wolves... i i 1.00 Cockatrice 6.00 3. 2.00 
Howl from Beyond 0.23 0.05 Personal Incarnation........R i 3.20 2.00 p Titania's Son A He 1.00 Colossus of Sardia 600 5 2.00 
Howling Mine.... i 6.00 4,00 Pestilence ke 0.23 0.05 ; ropical Island .. i A H Conservator. 1.00 0: 0.25 
Hurkyl’'s Recall . i 225 = 050 Phantasmal Forces { 063 «049 2 Tsunami... i I Control Magit 200 1 0.35 
Hurricane, ‘ O75 | 025 Phantom Monster. 088 0.50 : i \ i Conversio! 100 0. 0.25 
Hypnotic Specter... 2.00 1,00 Pirate Shi 250 1.00 | . i CoP: Artifact: 200 1 0.35 
Instill Energy. { 1.00 050 Plague Rats. 0.05 i A | Coral Helm... 400 3, 1,0 
Iron Star, i 0.25 Plateau... 8.00 Inholy Strength , F Cosmic Horror... $00 31 1,50 
Island Fish Jasconius. 4 1.00 Power Sin i . 0.05 Ithden Troll. d i I Counterspell.. 200 0. 0.25 
Island Sanctuary... H 1.00 Power Surge A 00» 1,00 Verduran Enchantress. , i i Crimson Manticore 400 3. 1.50 
Wory Cup. , 0.25 Primal Clay... A 0.95 Vesuvan Doppelgange A i I Crumble.. 100 «0, 0.25 
: Veteran Bodyguard i i i bi (a 2.00 
Volcanic Eruptio R 3 i ‘ 1.00 050 0.25 
Volcanic Island .. 100 0: 0.25 
Wall of Air.... 100 0. 0.25 
Wall of Bone 400° 3, 1.50 
Wall of Bramble: 100 0. 0.25 
Wall of Fire... 400 21 1,00 
Wall of lo 100 0. 0.25 
Wall of Stone 100 0: 0.35 
Wall of Swords... : 100 0. 0.25 
Wall of Water : Dingus Egg. A400 31 2.00 
Wander! : Disrupting Scepter. 450 3, 2.00 
Warp Artifact ; Divine Transformation . wl 0.35 
Water E! : 003i 1,00 
Wel 0.35 
Wh 2.00 
Whit 0.25 
Whi 2.00 
will 1.00 
Winter Orb... 
Wooden Sphere.. 
Wrath of God 
Zombie Master 


} Drain Power. 
Earth Elemental 
i Earthquak 

? Ebony Horse 

: ELHaj.. 

} Elder Land Wurm... 
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Evil Presence 
Eye for an Ey 


FOURTH EDITION! jin 


Complete Set . $250$208.08 $125 
Ivory Tower I k } Prodigal Sorcerel } Booster Display.. . ae) 102.50 | 7/65 i 
Jade Monolith i ! } Purelace... } Booster Pack. ~ TA88, 3.25 | 285 } Flashfires... 
Jandor's Ring M ; } Raise Dea } Starter Displa ey 10 70 Flying Carpet 
Jandor’s Saddlebags K 4 h } Reconstruction... , } Starter Deck.. ns 8.95, } Force of Nature.. 
Ja J fl } Red Elemental Blas ; } Typical Common 025 0.10 7/005 $ Fungusaur 
Ju i } $ Red Ward. $ Gaea's Liege. 
, } Regrowth.. y £ Abomination.. $1.00 $0.75 $0.25 } Ghost Ship 
Keldon Warlord. 4 : + Resurrection. } Air Elemental 100 1 0.25 £ Glasses of Urza.. 
ird Ape... { , + Reverse Damage f £ Aladdin's Lari 400 31 1.50 : 
Kormus Bell.. i i ¢ Reverse Polarity. . } Aladdin's Ring. 400 3, 1.50 $ Goblin Balloon Brigade... 
+ Righteousness... i : Ali Baba... ! 50 0.35 + Goblin King 
H Roc of Kher Ridges A By : Angry Mob A I 0.25 : Greed... 
} Rook Hydr i } Animate Artfact. ! , 0.25 } Green Mana Battery. 
ibrary of Leng... { . Rocket Launcher. i i : Animate Dead { I 0.25 f Green Ward.... 
Lifeforce... } } Rod of Ruin... 00 0 } Animate Wall, 00 300 1.50 } Helm of Chatzuk 
Lifelace : } Royal Assassin © Ankh of Mishr ql ; 2.00 + Howling Mine, 
£ Sacrifice... } Armageddon. i 00 3,00 : 
} Savannah. £ Armageddon Clock... x A 1.50 : 
? Savannah Lions.. } Ashes to Ashes... 50 0.25 £ Hurricane... 
} Scathe Zombies . } Ashnod’s Battle Gea i , 35 Hypnotic Specter 
£ Scavenging Ghou ! ; £ Aspect of Wol i : 
£ Sorubland...... 00 12 } Backfire 4 I |! } Instill Energy... 
? Sedge Troll i 5.25 £ Bad Moon.. 4 , i Iron Star... 
£ Sengir Vampin i 3.5 i Balance Hy 
} Serendib Efreet I 6.75 Ball Lightning A i i Island Sanctuary. 
$ Serra Angel i 5.00 Birds of Paradise fl i . ; vory Cup... 
: Shatterstorm.. 1.00 : Black Knight.. A H } H Ivory Tower 
: Shivan Dragon 14.75 : Black Mana Battery : i Hl : Jade Monolith 
: Simulacrum.... i 0.67 : Black Vise : 0 f : Jandor’s Saddlebags: 
i Siren’s Call 4 0.75 ft 3 Jayemdae Tome. 
Sleight of Min 400 3,00 } Junin Efreet. 
; 500 2.75 : 
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i 6.00 4.00 3 50 3 ; 
} Sorceress Queen. 700 500 31 } Blue Ward. ae } } } Killer Bees. 
: 1.00 063 0, £ Bog Wraith ! } . } Kismet... 

: ; : R600 400 21 } Bottle of Suleima : 
Mishra’s War Machine... { A £ Steal Artifact... U | 100 1.00 | 0 } Brass Man. 
Nether Shado ( A ; 100 075 0, } Bronze Tablet.. i i ; 
Nettling Imp... A ! : 400 250 11 } Burrowing. Al ! I |! ¢ Ley Druid... 
Nevinyrral’s Disk .. i Swords to Plowshares.... 229 (1.50 | 41 : . { I > Library of Len 
Nightmare .. f H it R 16.00 1200 8, : A I Lifeforce..... 


High Med Low TR */- : Item High Med Low TR +/- : Item v TR : High Med Low TR +/ 


Clockwork Steed Oo : 100 075 0.25 
Cockatrice.... i i 4 in Ki 6.0 2.00 
Colossus of Sardia. i X 2 Goblin Warrens... K 00 1,50 
Conquer... ‘ , 2 Greater Realm of Preserv..U 24 00 025 
CoP: Artifact k I I 2 Greater Werewolf... 1 50 0.25 
Coral Hell R { i E : lavenwood BattlegroundU 4 ; 0.35 
Counterspell. i I I 3 Hecatomb. i K 2.00 
Craw Giant... ( I . ? Helm of Chatzuk af ; i 1.50 
Crimson Manticore f i ; ? Hollow Trees. i i 1.00 
+ Crown of the Ages. i i é : Howling Mine i i 295 
? Crumble.. 00 050 0, > Hurkyl’s Recall. 00 300 150 
2 Crusade. A 00 2 Hurricane, { I 0.25 
Crystal Rod. 00 050 0. 2 Hydroblas 00 050 025 
i Cursed Land { : catian Phalanx... { I 0,25 
: Dance of Many. fh i : > loatian Store i x 1,00 
: Jancing Scimitar... 4 i catian Town 4 i 1.50 
0.25 ce Floe.... ! , 0.25 
0.25 Incinerate , . 0.05 


400 275 1.00 1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 

1 : R 800 5: 

of Water... K 50 0.25 1 2 Derelor... 2 ew f I nferno i 00 2.00 
1 
1 
1 
1 
1 
1 
1 
1 
2 
1 
1 
4 
1 
4 
1 
1 


100 050 025 
100 030 0.05 
400 300 1.00 
400 3, 1.50 
Lord of Atlantis.. 6.00 4 2.00 
Lord of the Pit.. 800 I 2.00 
100 0. 0.25 
2.0 
i 1.00 
Mahamoti Djinn i i 3.0 
Mana Clash.. 

Mana Flare.. 

Mana Short.. 

Mana Vault. 
Manabarbs.... 
Meekston 

Millstone 

Mind Bomb .. 

Mind Twist.. 

Mishra’s Factory... | 
Mishra’s War Machine..... 
Nether Shadow. 
Nevinyrral's Disk... 
Nightmare .. 


Triskelion R i 300 2.00 
Tsunami. { 050 0.25 
Tunnel z 50 025 
Uncle Istvan. J .75 0.35 
Untamed Wilds. ! 50 0.25 
Urza's Avenger... i 40 = 2.00 
en Troll ! 5 0.25 
luran Enchantress A i 2.00 
! 0.25 
Volcanic Eruption... 4 i 1.50 
Wall of Air... ! , 0.25 
of Bone. 4 I 0.25 
of Brambles... ! } 0.25 
of Dust. { I 0.25 
of Fire. ! f 0.25 
0.25 


} Wanderlust... / ! 50 0.25 2 Desert Twister . i i , : } Infinite Hourglass... 

Warp Artifac ‘ y i 1.00 ? Detonate / ! I 2 Instil Energy. 

} Water Elemental... A . 0.25 Diabolic Machine mu { I i Iron Star 

: 1.00 2 Dingus Egg.. d i i f = lronclaw Curse 

? Disintegrate. / | } I 2 Island Sanctuan 

isrupting Scepter.......0 2 i i : lvory Cup... 

ivine Transformation...... i I + Ivory Guardians 
Jade Monolith. 

Jalum Tome. 

: : Jandor’s Saddlebags 

H Dwarven Catapult a { I I F jayemdae Tome.... 

: Dwarven Hold... i { : ester’s Cap, 

? Dwarven Ruins UA i } = Johtull Wurm. 

? Earthquake... J i x i 2 Jokulhaups. 

2 Ebon Stronghold nl 1 } }  Joven’s Tools... 

2 Elder Druid. i i : Justice... 

Elkin Bottle : 

Elven Rider 3 

: Elvish Archers. Ee A + Karplusan Forest... 

Energy Flux. a { :  Keldon Warlord 


: 00 040 
F White Knight... 200 1.00 050 
? White Mana Battery.. f i 2.00 
} White Ward U 4.00 050 025 
E WIILO'The-WispnooR 649 5:00 2.00 
X 2 Winds of Change wow 600 300 2.00 
Orcish Artillery / A I 4 Winter Blast. | A 0.25 
Orcish Oriflamme...n.sn { . } Winter Orb . | i 2.00 
mithopter. : { f : Wooden Sphere. i { k 0.25 
Osai Vulture: Ua | } Wrath of God... RB 3.00 
Personal Incarnation } Xenic Poltergei i x 1.00 
} Zombie Master i 2.00 


Eg a ee ee ee 
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Psionic Entity. 
Purelace..... 
Pyrotechnics... 
Radjan Spi 

‘ag Mai 

Rebirth. 

Red Mana Battery 
Red Ward.. 

Relic Bind.. 
Reverse Damage. 


: Complete Set 
+ Booster Displa 
; Booster Pack.. 
: Starter Display 
: Starter Deck... 
: Typical Common... 


i Abbey Gargoyles 
} Abyssal Specter... 
Righteousness... }  Adarkar Wastes... 
Rod of Ruin.... $ Ather Storm... 
‘yal Assassin I i $ Air Elemental. 
Savannah Lions... i 4 : Akron Legionnair : ‘ x 2 % 
Scavenging Ghou 0 0. Aladdin's Ring The most popular single I've sold is probably Lotus Petal, believe it or not. Everyone has been 
Segovian Leviathan. / I 2 an eek ; sats : A oe : 
caw. Do a en picking them up. It’s relatively inexpensive, being a common, and it’s a useful card in any deck. 
Serra Angel..... . i i i Animate Dead 
Shapeshifter... 4 f : Ani Wall.. Z s 
i oe pris Blue control decks with counterspells are the most popular deck around here. People enjay 
i Ant-Magic Aura. oo o them because blue has the best combination of control and ways to kill you, Players get a kick 


geass aut of being able to bide their time and then spring their traps. 


; Armageddon .. 
} Ashes to Ashes 
} Ashnod’s Altar 


= St 
= 
S 


Sorceress Queen 
Soul Net 

Spirit Link.. i : 
Spirit Shackle { I $ Bad Moon. 
Stasis... i H x $ Ball Lightning 
Steal Artifact ! I ¢ Barl's Cage... 
Stone Giant... ! t + Binding Grasp 
Strip Mine i . } Birds of Paradise 
Sunglasses of Urza. A ; Black Knight. 
Swords to Plowshares . H 
Sylvan Librar 

fawnos's Wand . : 
fawnos’s Weaponry. i I : Bottle of Suleiman. 
Tempest Efreet... i 4 ; : Bottomless Vault 
jetravu! A I } Breeding Pit.. 

The Hive... { Broken Visage 

The Rack. ! , + Brushland 

hicket Basilisk. ! . $ Caribou Range, 
houghtlace... f } Carrion Ants... 
Throne of Bone. i ¢ Castle... 

Timber Wolves { : Cave People.. 

ime Elemental. + City of Brass.. 
itania’s Song... fl = Clockwork Beast 


Evil Eye of Orms-by-Gore..U 
? Evil Presence.. : 
3 } Kjeldoran Royal Guard....R 
: } Kjeldoran Skycaptain 
: Feedback. ! I Knight of Stromgald 
? Feldon’s Cane ’ ¢ Leshrac’s Rite 

¢ Fellwar Stone. I I ¢ Leviathan. 
H Feroz's Ban i i + Lhurgoyf... 
: 2 Library of 
i Lifeforce........ 
: Lifetap....... 
: Living Artifact 
Living Lands.. 
Lord of Atlantis. 
Lord of the Pi 
£ Lure (IA) sn 
? Magical Hac! 
3 Magus of the Unseen 
: Mana Clas 


=) 
ss 


ans 
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; Flame Spit... 

? Flashfires.. 

} Flying Carpet 

} Force of Nature... 


Saseaes 


cn 
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} Fyndhorn Elder... 

: Game of Chaos.. 

: Gauntlets of Chaos. 
? Glacial Wall. 

2 Glasses of Urza.. 
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Millstone. 

Mind Bom 

Mind Warp 

Mole Worms . 
Necropotence 
Nether Shadow. 
Nevinyrral’s Disk 
Nightmare 

Obelisk of Undoing. 


Orcish Oriflamme 
Orcish Squatters 
Order of the Sacred Torch... 
Order of the White Shield... 


Pentagram of the Ages...R 
Personal Incarnation 


Phantasmal Forces.. 


Pyroblast... 
Pyrotechnics... 


Reverse Damage.. 
Righteousness 
Rod of Ruin 
Ruins of Trokai 
Sacred Boon 
Sand Silos... 


High Med 


4.50 
6.00 
1.00 
1.00 
1.00 
70 
5.00 
8.00 
9,00 
40 
i 

1.0 
1.00 
5.00 
4.0 
2.0 


3.0 
4.00 
0.63 


Low TR. +/ 


1.50 
2.00 
0.25 
0.25 
0.25 
3.00 
2.00 
3.00 
3.00 
1.50 
0.25 
0.25 
0.25 
1.50 
1,50 
0.25 


Item 


Stone Spirit... 
Stromgald Cabal 


Sylvan Library... 
Tawnos's Weaponry. 
The Hive... 

The Wretched, 
Thicket Basilisk... 
Throne of Bone... 
Thrull Retaine 
Time Bomb... 

Time Elemental. 


Urza's Bauble...... 
Vert 
Wal 
Wal 
We 
Wal 
Wall of Stone... 
Wall of Swords. 
Wanderlust. 

Warp Artifact. 
Whirling Dervis! 
White Knight... 
Wind Spirit...... 
Winds of Change. 
Winter Blast 
Winter Orb... 


Word of Blasting.. 
Wrath of God. 


+ Wyluli Wolf. 

+ Xenic Poltergeist.. 
: Zombie Master 
£ Zur’s Weirding.. 


+ Complete Set.. 


High Med Low TR 


100 050 025 
450 3.00 

5.00 4.50 

100 0.75 

6.00 4.00 

100 0.55 

5.00 

5.00 

1.00 

1,00 
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Item 


= Book of Rass 


Bronze Horse 


+ Chromium 
2 City of Brass. 
+ Cocoon. 


Concordant Crossroads...U 


$ Craw Giant. U3 
3 Cyclone..... 

} Dakkon Blackblade. 

; Dance of Many... 


Enchantment AlterationU3 


+ Erhnam Djinn 
Fallen Ang 


Feldon’s Cane. 

Fire Drake 

Fountain of Youth 
Gabriel Angelfire 
Gauntlets of Chaos... 
Goblin Artisan: 

Hell's Caretaker... 
Horn of Deafenin, 
Wory Guardians... 
Jalum Tome. 
Jeweled Bird... 

Johai 

Juxtapose... 

Kei Takahashi. 
Land's Edge... 
Marhault Elsdragon .. 
Nebuchadnezzar... 
Nicol Bolas 

Obelisk of Undoing... 
Palladia-Mors.. 


= Shield Wall... 

+ Shimian Night Stalke 

: Sivitri Scarzam.... 0 
£ Sofkanar the Swamp King..U 
£ Stang... 

+ Storm Seeker. 

¢ TakKlemaggot. 

¢ Teleport... 

£ The Fallen. 

4 The Wretched. 

: Tobias Andrion 

+ Tor Wauki... 

= Tormod's Crypt 

+ Triassic Egg..... 

} Vaevictis Asma 

$ Voodoo Doll 

+ Wall of Opposition 


H Xira Arien.... 4 
2 Yawgmoth Demon ..n.nU 


High Med Low TR 


3.00 1.50 0.30 
200 1.00 025 
5.00 300 0.50 
200 1.00 025 
2.00 0.30 
3.00 030 
6.00 1.00 
10.00 4.00 
2.00 0.25 
4.00 0.50 
2.00 0.30 
2.00 0.30 
6.00 1.00 
3.00 0.50 
2.00 0.25 
$00 4 1.00 
1.00 
0.10 
0.25 
0.05 
0.50 
0.30 
0.25 
0.50 
0.30 1 
0.25 
0.30 
0.30 
0.50 
0.30 
0.05 
050 
0.05 
0.75 
1,00 
0.50 
075 
0.50 
0.25 
0.25 
0.25 
0.30 
050 
0.30 
0.50 
0.05 
025 
0.30 
0.50 
0.25 
0.25 
0.05 
2.00 
0.50 
0.50 
0.25 
0.30 
0.25 
0.50 
0.05 
0.05 
0.05 
0.30 
0.50 
0.30 
0.25 
0.25 
0.25 
0.50 
0.50 


Sum 
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Carrion Ants . 
CoP: Artifacts. 
Clockwork Avian 
Colossus of Sardia... 
Cosmic Horrot 
Crimson Manticore. 
Fellwar Stone 
Inferno 

Jun’n Efreet. 
Killer Bees 
Kismet. 

Land Ta 
Leviathan 
Mishra's Factory 
Spirit Link 

Strip Mine 
Sylvan Library 
Tetravus.... 

Time Elemental... 
Trskelion... 

Urza's Avengel 
Whirling Dervish 
Winds of Change 


Booster Pack. 
Typical Common 


Abu Ja’Far 


Ali Baba 

Ali from Cairo 
Army of Allah. 
Bazaar of Baghdad... 
Bottle of Suleimar 
Brass Man. 


lephant Graveyard... 
thnam Djinn 

+ Eye for an Eye 

: lying Carpet... 

lying Men. 


weled Bir 


: Junin Efree 
$ Juzdm Djinn 
¢ Khabdl Ghoul 
$ King Suleiman. 
$ Kird Ape 


ndor's Saddlebags. 


025 1 
0.25 
0.25 
0.25 
0.25 
0.25 
0.25 
0.25 
0.25 
0.25 
0.25 
2.00 
0.25 
3.00 
0.25 
2.00 
3,00 
0,25 
0.25 
0.25 
0.25 
1.00 
0.25 


$900 $760 
4,000 3,613 
8 70 
100 030 


$2.00 
3.00 
3.00 
3.00 
2.00 
60.00 
1.00 
8.00 
3.00 
1.00 
030 
5.00 
15.00 
2.00 
2.00 
1.00 
0.30 
2.00 
45.00 
20.00 
2.00 
3,00 
20.00 
12.00 
3.00 
2.00 
2.00 
40.00 
15.00 
2.50 
20,00 
2,00 
2.00 
2.00 
28.00 
3.00 
99,00 
20.00 
10.00 
1.00 


NAISSANCE 2 Library of Alexandria. 70.00 
£ Magnetic Mountai j ; 2.00 
+ Renaissance was produced in French, German, and Italian to } Merchant Ship.. i A 3.00 
} make available in those languages all of the cards that appeared : Mijae Djinn... f A 3.00 
: in Chronicles, if they were not already available. As a result, : Moorish Cavalry i 0.31 
= Italian Renaissance does not include any cards that originally i Mountain I 00 2.00 


: appeared in Legends or The Dark. 


i Booster Display 
$ Booster Pack... 
+ Typical Commot 


= Abu Jafar... 

5 Akron Legionnaire.. 

: Aladdin... 

£ Angelic Voices. 

} Arcades Sabboth... 

} Arena of the Ancients 
£ Axelrod Gunnarson 
Ayesha Tanaka, 


$100 $80 3 } Oubli i 1.0 
68 35 3 : 

300 250 2 i 50 400 1.00 
025 0.20 1 


i Complete Set... $120 


aaSoreeroc a 


cl } 5.01 
$5.00 4 H 00 4.0 
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Stone Giant. $8.00 


Item 


Serendib Djinn. 
Serendib Efreet 
Shahrazad... 

Sindbad .. 
Singing Tree...... 
Sorceress Quee 
Stone-Throwing Devils ..C4 
Wyluli Wolf C5 
Ydwen Efree 2 


ANTIQUITIES 


; Adventurers’ Guildhouse.U 


Complete Set... 
Booster Display 
Booster Pack... 
Typical Common... 


Ashniod’s Altat wuss 
Ashnod’s Battle Gear... 
Ashnod’s Transmogrant . 
ROG ns 
Bronze Tablet. 
Candelabra of Tawnos..... 
Citanul Druid sessed 
Clockwork Avian.. 
Colossus of Sardi 
oP: Artifacts. 
Coral Helm 
Cursed Rack... 
Damping Field 
Detonate..... 
Dragon Engine. 
Dwarven Weaponsmith .U 


Gate to Phyrexia. 
Goblin Artisans 
jothian Sylex.. 


Mishra's Factory (Fall)... 
Mishra’s Factory (Spring) 
Mishra's Factory (Summer) 
Mishra’s Factory (Winter)! 
Mishra’s War Machine... 
Mishra's Workshop. 
Obelisk of Undoing . 
Onlet sss 
Phyrexian Gremlins 
Power Artifact 
Powerleech.... 
Primal Clay 
Rakalite.... 
Rocket Launcher, 
Shapeshifter. 
Shatterstorm.. 
Strip Mine (Narrow Steps)... 
Strip Mine (Small Tower),.U 
Strip Mine (Wide Steps)...0 
Strip Mine (Wide Steps, Sky) 
Su-Chi..... Ul 
jawnos’s Coffin... 
fawnos's Wand... 7 
fawnos's Weaponry ..... 
etravus.... 


ransmute Artifact. 
riskelion....... 
Urza's Aveng| 
\rza’s Miter . 
Wall of Spear 
Weakstone.... 
Xenic Poltergeist... 
Yawgmoth Demon . 
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Med Low TR 


10.00 
12,00 
10.00 

2.00 
20.00 
4.00 
2.00 
1.00 
4.00 
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$250 5 
800 4 
10 
0.25 


0 
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: Chains of Mephistopheles..R 


£ Concordant Crossroads... 


} Divine Transformation 


: Evil Eye of Orms-by-Gort 
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Item High Med Low TR item 


+ Great Defender. U 400 300 200 1 Master of the Hunt........ R 25.00 20.00 14.00 2 
+ Great Wall... U 400 300 200 1 + Mirror Universe 80.00 75.00 50.00 4 
£ GreaterReamofPreserv...U 8.00 600 200 1 3 60.00 4500 3500 4 1.50 
: R 1000 600 300 1 + Mold Demon... 1000 800 500 1 
= Green Mana Battery......U 600 4.00 200 1 $ Mountain Stronghold. 500 300 1.00 1 
H Gwendlyn Di Corci R 1500 1200 500 3 H Mountain Yeti . 400 269 195 1 
; R 1400 10.00 500 2 £ Nebuchadnezza 11.99 10.00 4.00 2 
5 2 §00 400 200 2 i Nether Void .. 4500 35.00 15.00 4 
H R 1800 1450 600 2 H Nicol Bolas. 18.00 151 6.00 3 
; Heaven's Gate... U 400 3) 3.00 1 ; North Star. 15. 10.00 600 2 
; fell’s Caretaker R 1600 1000 500 2 : Nova Pentacle .. R 15.00 1200 700 2 
¢ Helifire...... R 24.00 15.15 1000 2 : Palladia-Mo R 1595 1280 500 3 
H Horn of Deafening R 10.00 = 6. 3,00 2 u art Water. 6. 350 250 1 
A lorror of Horrors... aa 3 2.00 1 ; 5. 3.00 300 1 
+ Hunding Gjomerse 449 300 3.00 1 i 600 400 200 2 
Hyperion Blacksmith . 400 31 200 1 { 1000 600 300 1 
¢ Ichneumon Druid . 400 300 200 1 H 14.00 10.00 600 2 
2 Imprison 00 1000 500 2 ; 16.00 1000 600 2 
: In the Eye of Chaos... 14.00 1000 500 2 ; Pradesh Gypsie 400 200 075 

£ Infernal Medusa 4.00 300 1 £ Presence of the Master.U 7200 5.95 3.00 

3 infinite Authority... 10.00 500 2 : Primordial Ooz 4. 2.99 5 

= Invoke Prejudic 13.00 900 2 Princess Lucrezia. 4, 300 2 

; 3 2.00 1 £ Psionic Entity. 10 795 3 

; 00 1000 500 2 F Paychic PUGEnnnnnnn 200 1.00 02 

¢ Jasmine Boreal 400 3. 3.00 1 ¢ Puppet Master al a 00 1.5 

¢ Jedit Ojanen... il 400 350 250 1 ¢ Pyrotechnic: C2 «#150 063 0.20 

; Jerrard of the Closed Fist.U 4.00 4.00 3.00 1 ; Quagmire... U 400 300 200 

H 10.00 4.00 2 $ Quarum Trench Gnomes.R 1200 10.00 400 2 
i 1200 6.00 2 + Rabid Wombat 425 350 2.00 
£ Juxtapose.. 698 300 1 400 300 2.00 

£ Karakas 400 300 2 1200 1000 500 2 
} Kasimir the Lone Wolf...U 4.00 4.00 2.50 1 449 3.28 300 

4 Kei Takahashi . 1000 800 250 2 : 16.00 1200 600 2 
: Killer Bees. R 14.00 10.00 300 2 + Rapid Fire 1200 1000 500 2 
2 Kismet... 200 2 £ Rasputin Dreamweaver..R 16.00 10.00 5.00 2 


We've sold plenty of dual lands over the years and there are a few other cards that come close, 
fut | would have to say Shivan Dragon. It used to rule during Revised and Fourth Edition and 
it is still selling now because the younger kids want it 


The most popular deck type is straight Burn or Sligh: mono-red. inexperienced players enjoy 
it because they like “inflicting the pain”; more experienced players realize both the power of 
playing a mono-color strategy and the power of red itselt 


i Rebirth 


+ Knowledge Vault 1200 10 5.00 2 1000 600 31 
¢ Kobold Drill Sergeant... 800 6.00 300 1 $ Recall. 15.00 10.00 4.00 2 
= Kobold Overlord. 1500 1000 500 2 £ Red Mana Battery... 500 395 200 1 
£ Kobold Taskmaster. 800 6. 3.00 1 + Reincarnation 4 300 1 
= Kobolds of Kher Keep..C2 1.60 0.75 050 1 } Relic Barrier. 6 450 200 2 
= Kry Shield... ww 400 31 2.00 1 £ Relic Bind. 400 300 200 1 
= Lady Caleria.. 1249 10.00 5.00 2 i Reset... 8 6.00 3 
: Lady Evangela.. 1299 1000 500 2 ‘evelation.. 10. 8.00 5.00 
H Lady of the Mounta 44931 3.00 1 ‘everberation 16.00 1200 500 2 
: Lady 400 31 250 1 4) 3.00 2.00 
= Land 7100 1500 700 2 1500 10.00 500 2 
: 1000 723 250 3 : 400 300 25 
1200 10. 5,00 2 = Rohgahh of Kher Keep 18.00 1200 600 2 
400 300 250 1 i Rubinia Soulsinger......... 10.00 1000 400 2 
425 400 250 1 Sea King's Blessing 449 3.00 25 
1249 10.00 500 2 £ Seafarers’ Quay. 400 300 1 
ifeblood... 1500 1000 750 2 H 400 300 20 
iving Plane. 25.00 20.00 14.00 2 }  Segovian Leviathan. 400 300 200 
ivonya Silone 16.00 10.00 500 2 } Sentinel... 10.00 600 300 
449 4.00 300 1 ? Serpent Generator. 1200 1000 4. 
U 50.00 40.00 2000 4 £ Shield Wall 400 300 1.00 
Mana Matrix 1200 1000 500 2 > Shimian Night Stalker 400 300 200 
Marble Priest 429 300 200 1 Silhouette 400 300 251 
Marhault Elsdragon....... 400 300 200 1 Sir Shandlar of Ebery! 400 300 250 


Item : Item High Med Low 


Merfolk Assassin. 
Mind Bomb..... 
Nameless Racs 
Necropolis . 
Niall Silvain 
Ore General 
People of the Wood: 
Preacher... 
Psychic Allerg 
Rag Man. 
Reflecting Mirror. 
Runesword.. 
Safe Haven. 
Scarecrow... 
Scarwood Bandit 

3 Scarwood Hag. 
Season of the Witch 
Sisters of the Flame. 
Skull of Orm 

:  Sorrow’s Path.. 
Spitting Slug... 
Standing Stone: 
Stone Calendai 

3 Tangle Kelp 

} The Fallen.. 
Tivadar’s Crusade 
Tormod’s Crypt. 

: Tower of Coireall 

2 Tracker... 
Uncle Istvan 

3 Wand of Ith 


Book of Rass... 
Brothers of Fir 
Wal Cave People..... 
Wa 
$ Wall of Light.... 
Wall of Opposition 
Wal 
Wa Dance of Many. 2 
Dark Heart of the Wood.C3 0, 
Dark Sphere...... 
Diabolic Machine .. 
Eater of the Dead 
Electric Eel...... 
Elves of Deep Shadow. 
Eternal Flame... 
Exorcis' 


Syphon Sot 
Tabernacle at Pendrell Vale. 


Wretched, The... 
> Xira Arien 


Teleport. 
Tempest Efre 
Tetsuo Umezawa 
Thunder Spirit 
Time Elemental. 


Fire and Brimstone 

Fire Drake 

Flood... 

Fountain of Youth 
Frankenstein's Monster...U 
Ghost Ship ... 


: Complete Set..... 
Booster Display. 

: Booster Pack 

: Typical Common..... 


Touch of Darkness. 
Triassic Egg... 
juknir Deathlock 
Typhoon... 
Undertow.. 
Underworld Dreams 
Inholy Citadel..... 
Untamed Wilds, 
Ur-Drago..... 
rborg... 

Vaevictis Asmadi 


Hidden Path. 

Inferno...... 

Knights of Thorn 
3 Leviathan..... 


: Amnesia.... 

> Angry Mob 
Apprentice Wizard... 

: Ball Lightning 

i Banshee... 


Mana Clash... 
Mana Vortex 
Martyr's Cry.. 


Worms of the Earth. 
Wormwood Treefolk . 
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95% of all Magic singles in stock at afl times! 
Troll And Toad INC. 2s keynotes road, kesy xx 40737 USA 
An Antiquities Vault Company Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 
e-mail: prices@aqvault.com_ 
Want to sell us cards? Web Site: http://www.trollandtoad.com 
Fax: 1-606-878-9061 E-mail: see@aqvault.com or send an e-mail for our newest buylist to: buylist@aqvault.com 
Action Figures Maddle Earth: Dark Minions $19.95 Seraph $4.00 Volcanic Dragon $5.00 Lord Of Atlantis $1.50 
Gandalf the White $12.95 Middle Earth Dragons $19.95 Sulfurous Springs $5.00 Pack Lord Of The Pit $2.00 
Earth Balrog $12.95 Mddle Earth Unltd Bstr$19.95 Zuran Orb $3.00 4th Edt-Chinese BB Bstr $4.50 Mahamoti Djinn 5.00 
Additions Middle Earth Unltd Str $19.95 Legends Sth Edition Booster $2.00 Mana Flare $3.00 Tempest 
Arena $6.00 Overpower-DC Bstr Box $9.95 Chain Lightning $3.00 Alliances $3.75 Mana Short $2.00 Booby Trap $4.75 
Counterspell $18.00 Overpower - Marvel Bstr$9.95 Darkness $1.50 Chronicles $3.00 Mana Vault $2.00 Caldera Lake $4.00 
Disenchant $25.00 Overpower-Mission Cnurl$9.95 Equinox $2.00 Dark $7.00 Mishra's Factory $4.00 Corpse Dance $6.00 
Fireball $19.00 Shadowfist-Flashpoint Bstr $9.95 Hammerheim Dark - Italian $2.00 Nightmare 3.50 Dregs Of Sorrow $3.00 
Forest - ARENA land $8.00 Star Trek Classic Fleer Bstr $9.95 Kismet Exodus $2.50 Savannah Lions $3.50 Eartheraft 
Incinerate $12.00 Star Trek Classic Fleer Srtr $9.95 Kobold Drill Sergeant $3.50 Homelands $1.25 Sengir Vampire $2.50 Emerald Medallion 
Mana Crypt $12.00 Star Trek Fleer Starfleet Mnvr $9.95 Kobold Taskmaster $5.00 Ice Age Booster $2.00 Serra Angel $3. Humility 
Mountain - ARENA land$8.00 Unglued Booster $68.00 Pendelhaven $6.00 Legends - Italian $9.50 Shivan Dragon $8.00 Jet Medallion 
Windseeker Centaur $4.00 Dark Presence Of The Master $2.00 Mirage Booster $2.00 Stasis $2.50 Pearl Medallion 
Alliances Amnesia $4.00 Tolaria $3.00 Rvd-German BB Bstr $10.00 Swords To Plowshares $1.50 Rathi Dragon $12.00 
Arcane Denial 1.50 Blood Moon $6.00 Urborg $5.00 Rvd-German WB Bstr $4.70 Time Elemental § Ruby Medallion $4.00 
Balduvian Horde 57.50 Eater Of The Dead $1.25 Legends - Italian Stronghold $2.50 Wrath Of God $8.00 Sapphire Medallion $7.00 
Dystopia 3.00 Elves Of Deep Shadow $2.00 Chain Lightning $2.00 Tempest Booster $2.50 Revised Scroll Rack $5.00 
Force of Will $3.00 Maze Of Ith $8.50 Land Tax $2.00 Tempest Starter $6.50 Braingeyser 5.00 Shocker $4.00 
Helm Of Obedience $5.50 Preacher $10.00 Underworld Dreams $10.00 Unglued Booster $1.50 Demonic Hordes $5.00 Time Warp $8.50 
Kjeldoran Outpost $8.00 Exodus Mirage Urza's Saga Booster $2.25 Demonic Tutor $4.00 Verdant Force $5.00 
Krovikan Horror $4.00 Fighting Chance 3.00 Cadaverous Bloom $4.00 Urza's Saga Touranent Str $7.50 Fastbond $2.50 Unlimited-Disc. 

Lord of Tresserhorn 3.00 Forbid 2.00 Canopy Dragon $3.00 Visions $3.25 Granite Gargoyle $3.25 Ice Storm $10.00 
Soldevi Digger $4.00 Hatred $6.50 Carrion $2.00 Revised/4th Juggernaut $2.00 Sinkhole $10.00 
Antiquities Memory Crystal $7.50 Catacomb Dragon $6.00 Ankh Of Mishra $2.00 Regrowth 2.00 Visions 
Ivory Tower $4.50 Oath Of Druids $9.00 Celestial Dawn $4.00 Armageddon $8.00 Roc Of Kher Ridges 2.00, Archangel $8.00 
Mishra's Factory: Spring $6.00 Oath Of Lieges 6.00 Dissipate $4.00 Bad Moon Rock Hydra 3.00 City Of Solitude $5.00 
Strip Mine (any of 3 uncs) $10.00 Seismic Assault $7.00 Enlightened Tutor $2.50 Balance Serendib Efreet 7.00 Nekrataal 3.00 
Su-Chi $4.00 Ice Age Hammer of Bogardan $10.00 Ball Lightning Sol Ring 5.00 Rainbow Efreet 4.00 
The Rack $3.50 Adarkar Wastes $7.00 Maro $5.50 Black Vise Vesuvan Doppelganger $11.00 Squandered Resources $3.50 

Arabian Anarchy 1.50 Mist Dragon $4.00 Cockatrice Veteran Bodyguard $2.50 Vampiric Tutor $7.00 
Army Of Allah 3.50 Deflection 4.00 Mystical Tutor $1.50 Colossus of Sardia Wheel Of Fortune $7.00 Viashino Sandstalker $2.00 
Desert $2.00 Enduring Renewal $4.00 Natural Balance $4.00 Control Magic Stronghold Viashivan Dragon $5.00 
Flying Men $4.00 Icy Manipulator $4.50 Paupers' Cage $3.00 Crusade Awakening 55.00 Weatherlight 
Kird Ape $2.50 Jester's Cap $11.00 Sacred Mesa $7.00 Disrupting Scepter Mogg Infestation $6.00 Abeyance $9.00 
Rukh Egg $10.00 Jester's Mask $4.00 Stupor $1.50 Gaea's Liege Mox Diamond $18.00 Aether Flash $2.50 
Stone-Throwing Devils $3.50 Jokulhaups 6.00 Taniwha $3.50 Goblin King Shard Phoenix $4.00 Firestorm $6.00 
Box Orcish Squatters $2.00 Teeka’'s Dragon $6.00 Howling Mine Sliver Queen $10.00 Gemstone Mine $3.50 
Star Trek Fleer Starfleet Mnvr Polar Kraken $3.00 Tombstone Stairwell $4.00 Hypnotic Specter Soltari Champion $5.00 Lotus Vale $10.00 
$9.95 Pox $4.00 Uktabi Wildcats $2.50 Land Tax 
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Complete Set 
Booster Display. 
Booster Pack... 
Typical Common 


Aeolipile 

Balm of Restoration... 
Bottomless Vault. 
Breeding Pit.... 
Conch Horn 
Deep Spawi 
Delif’s Cone. 
Delif's Cu 
Derelor... 
Draconian Cyli 
Dwarven Armorer, 
Dwarven Catapult 
Dwarven Hold. 
Owarven Lieutenant. 
Dwarven Ruins. 
Ebon Praetor... 

Ebon Stronghold. 
Elven Lyre... 

Elvish Farm 

Farrel's Mantle 


Farrelite Priest 

Feral Thallid 

Fungal Bloom . 

Goblin Flotilla. 

Goblin Grenad 

Goblin Kites... 

Goblin Warren 

Hand of Justice 
Havenwood Battlegrount 
Heroism 

Hollow Tree 

Homarid Shaman 
Homarid Spawning BedU 
Hymn to Tourach C 
Icatian Lieutenan 
Icatian Phalanx 


Icatian Priest. 
Icatian Skirmishers, 
Icatian Store. 
Icatian Town 


Implements of Sacrifice .| 
Orcish Captain, 

Order of LeitbUr umm 
Order of the Ebon Han 


Raiding Party 
Rainbow Vale.. 
Ring of Renewal. 
River Merfolk.. 
Ruins of Trokai 
Sand Silos. 


irit Shield... 
ore Flower. 
vyelunite Priest 
vyelunite Templ 
allid Devourer.. 


QAnD 


ull Champion 
hrull Retaine 
ull Wizard. 
Tidal Influence 
lourach’s Chant. 


ee 


= 


Tourach's Gat 
Vodalian Knights.... 
Vodalian War Machine 
Zelyon Sword 


Complete Set 
Booster Display. 
Booster Pack 


High Med Low TR + 


Ee AGE 


$250 $200 $100 3 
100 90 80 4 
300 295 250 3 


Starter Deck.... 
Typical Common 


Abyssal Specter 
Adarkar Sentin 
Adarkar Wastes..... 
Aegis of the Meek 
Aggression... 


Binding Grasp.. 
Black Scaral 
Blinking Spirit. 
Blizzard 

Blue Scarab... 
Brand of Ill Omen 
Breath of Dreams 
Brushland 

Call to Arms... 
Caribou Range. 


: Celestial Sword 


Centaur Arche! 
Chaos Lord. 
Chaos Moon 
Chromatic Armor 


: Crown of the Ages... 
Curse of Marit Lage 
? Dance of the Dead 
} Deflection 

= Demonic Consultatio 


Despotic Scepter. 


= Diabolic Vision 
} Dread Wight... 


Dreams of the Dead 
Drift of the Dead.. 
Drought. 
Dwarven Armory. 
Earthlink 

Elder Druid 
Elemental Augury 
Elkin Bottle... 
Enduring Renewal 
Energy Storm 
Essence Vorte 
Fanatical Feve 
Fiery Justice.. 
Fire Covenant 
Flame Spirit... 


: Flooded Woodlands. 
} Flow of Maggots 
Forbidden Lore 


Force Void. 
Forgotten Lore. 


2 Formation.. 

= Freyalise Supplicant 

= Freyalise's Charm... 
Freyalise's Wind. 

i Fumardle.... 


= Fyndhorn Pollen. 

= Game of Chao: 

= General Jarkeld 

} Ghostly Flame. 

= Giant Trap Door Spider 
= Glacial Chasm 


—— 


SSeeeseesesg 
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Green Scarab... 


cy Manipulator 

icy Prison 

llusionary Presence. 
Illusionary Terrain 
Illusions of Grandeur: 
Incinerate....... 
Infernal Darkness. 
Infernal Denizen.. 
Infinite Hourglass 
dester’s Cap... 
Jester’s Mask. 
Jeweled Amulet 
Johtull Wurm .. 
Jokulhaups.. 
Justice... 

Karplusan Forest. 
Karplusan Gian 
Karplusan Yeti 
Kjeldoran Elite Guar‘ 
Kjeldoran Frostbeast 
Kjeldoran Knight... 
Kjeldoran Phalanx. 
Kjeldoran Royal Guai 


3 Krovikan Vampire, 
= Land Cap... 


Lapis Lazuli Talisman 
Lava Tubes 


Lost Order of Jarkel 
Lure.. 


i Mercenaries... 
= Merieke Ri Be 
= Mesmeric Trance 
= Mind Warp 

= Mind Whip 


Minion of Leshra 


High Med Low TR 


: Stromgald Cabal . 
= Stunted Growt! 
; Sulfurous Springs 


Minion of Tevesh Szat 
Mole Worms 
Monsoon 

Mountain Titan 


Naked Singularity 
Nature's Lore... 
Necropotence .. 
Oath of Lim-Dul 


Orcish Healer. 
Orcish Librariat 
Orcish Squatters 
Order of the Sacred Torch.R 
Order of the White Shield.U 
Pale Bears, oR 
Pentagram of the Ages... 
Phantasmal Mount 

Pit Trap 


Pygmy Allosaurus 
Pyroclasm ... 


Ritual of Subdual 
River Delta. 


Silver Erne.. 


Skeleton Ship. 
Skull Catapult. 
Sleight of Mind. 
Snow Fortress 
Snow Hound... 
Snowblind .. 
Soldevi Golem, 
Soldevi Machinist 
Soldevi Simulacru 
Soul Barrier. 
Spectral Shield 
Spoils of Evil 
Spoils of War... 
Staff of the Ages 
Stampede... 
Stench of Evil. 
Stone Spirit 
Storm Spirit 
Stormbind . 


= 
a 


=) 


S 
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High Med Low TR + 


Swords to Plowshares.... 
Thermokarst... 
houghtleech 

hunder Wall 
Timberline Ridge 

Time Bomb 

Total War.. 

fouch of Vitae 
frailblazer. 
Underground River 


Venomous Breath, 
Vertigo... 

Vexing Arcanix.... 
Vibrating Sphere 
Walking Wall... 

Wall of Lava... 

Wall of Pine Needle: 
Wall of Shields... 
War Chariot. 
Whalebone Glide 


Winter's Chill. 
Withering Wisps, 
Word of Blasting 
Wrath of Marit Lage 
Yavimaya Gnats. 
Zur's Weirding 
Zuran Orb... 


Complete Set... 


An-Hawa Constable .. 
‘An-Hawa Inn 
An-Hawa Townshi 
An-Zerrin Ruins 
Anaba Ancestor. 
Anaba Spirit Crafter... 
Apocalypse Chime 
Autumn Willow. 
Aysen Abbey.. 

Aysen Crusader 
Aysen Highway. 


Clockwork Steed 
Clockwork Swa 
Coral Reef 


WANTED 


J&M is seeking NEW COMPETITORS 
For Ehe Magic Singles Market 
as most of the old ones seem to 
have given up. 


3rd, 4th, 5th Edition 
Abyssal Specter 
Adakar Waste 
Air Elemental 
Animate Dead 
Armageddon. 
Bad Moon 
Balance 

Bayou 

Black Knight 
Black Vise 
Blinking Spirit 
Braingeyser 
Breeding Pit 
Brushland 

City of Brass 
Clone 

Colossus of Sardia 
Copy Artifact 
Crusade 

Desert Twister 
Demonic Tutor 
Deflection 
Dragon Whelp 
Drain Power 
Earthquake 
Elvish Archers 
Fallen Angel 
Feldon's Cane 
Fellwar Stone 
Force of Nature 
Gloom 

Goblin King 
Howling Mine 
Hypnotic Specter 
Ivory Tower 
Jester's Cap 
Jokuhaups 
Juggernaut 
Karma 
Karplusan Forest 
Killer Bees 


Kird Ape 


2.00 
1.00 
2.50 
2.50 
2.50 
3.50 
2.00 
3.50 
4.50 
2.00 
6.50 


Leviathan 
Lightning Bolt 
Lord of Atlantis 
Mana Flare 
Mana Vault 
Millstone 

Mind twist 
Mishra's Factory 
Necropotence 
Nether Shadow 
Nevinyrral's Disk 
Nightmare 4.50 
Plateau 15.00 
Pox 3.00 
Regrowth 1.50 
Reverse Damage 2.50 
Righteousnes 1.50 
Royal Assassin 10.00 
Sand Silos 1.00 
Savannah 13.50 
Savannah Lions 3.50 
Sengir Vampire 3.00 
Serendib Efreet 6.50 
Serra Angel 4.00 
Shivan Dragon 10.00 
The Rack 125 
Time Elemental 2.00 
Tropical Island 13.00 
Underground River 3.50 
Underground Sea 16.00 
VesuvanDoppleganger 13.50 
Wheel of Fortune 4.00 
Whirling Dervish Cie 
White Knight 75 
Winter Orb 4.00 


EXODUS 
Carnophage 
Cataclysm 
Coat of Arms 


Med Low TR + 


Rc 


Dauthi Warlord 50 
Dominating Licid 3.00 
Erratic Portal 2.50 
Ertai Wizard Adept 5.50 
Exalted Dragon 3.00 
Forbid 1.00 
Hatred 6.00 
Keeper of the Flame/Light .50 
Memory Crystal 4.00 
Mind over Matter 3.50 
Mirri Cat Warrior 3.50 
Null Brooch 6.00 
Oath of Druids 8.00 
Oath of Ghouls 3.00 
Paladin En-Vec 7.50 
Pit Spawn 2.00 
Seismic Assault 3.00 
Spike Weaver 6.00 
Survival of the Fittest 6.50 


Stronghold 

Acidic Sliver 15 
Bottomless Pit i) 
Crovaxed the Cursed 2.50 
Crystalline Sliver 1.00 
Dream Halls 3.00 
Ensnaring Bridge 4.50 
Gravepact 3.50 
Heartstone 50 
Megrim 75 
Mortuary 2.50 
Pursuit of Knowledge 3.00 
Reins of Power 3.00 
Shaman En-Kor 2.50 
Shard Phoenix 5.00 
Sliver Queen 10.00 
Soltari Champion 35.00 
Spike Feeder 1.00 
Wall of Essence ID. 


> Item 


Dwarven Pony..... 
Dwarven Sea Cla 
Ebony Rhino... 

Eron the Relentless.. 
Evaporate.... 

Faerie Noble. 
Feroz’s Ban 
Forget...... 

Funeral March 
Ghost Hounds.. 
Giant Oyster..... 
Grandmother Sengir. 
Greater Werewolf 


Joven’s Ferrets..... 
Joven's Tools 
Koskun Falls 
Koskun Keep 
Leaping Lizard. 
Leeches.. 
Mammoth Harness 
Marjhan.... 
Merchant Scroll.... 
Mystic Decree .. 
Narwhal.... 

Orcish Mine 


Primal Order. 
Prophecy .. 
Rashka the Slayer 
Renewal 


» ENTERPRISES 


Knioght of Stromgald —_.50. 


Wall of Souls 
Warrior Angel 


TEMPEST 

Alter of Dementia 
Aluren 

Avenging Angel 
Barbed Sliver 
Booby Trap 
Bounty Hunter 
Coffin Queen 
Cmdr Grevin //-Vec 
Dirtcowl Wurm 
Dread of Night 
Earthcraft 
Eldamri's Vineyard 
El. Lord of Leaves 
Emerald Medallion 
Furnace of Rath 
Gerrard's Battle Cry 
Grindstone 
Humility 

Intuition 

Jackul Pup 
Lobotomy 

Lotus Petal 
Meditate 

Mirri's Guile 
Nature's Revolt 
Orim's Prayer 
Overrun 
Propaganda 
Puppet Strings 
Rathi Dragon 
Recycle 

Salt Flats 
Sacromancy 
Scalding Tongs 
Scroll Rack 


High Med Low TR +/ 


1 1:00 am 7:00 pm (pst): Mon - Fri 


CUSTOMIZABLE CARD CAME 


Selenia Dark Angel 
Soltari Monk 
Soltari Priest 
Timewarp 

Verdant Force 
Wasteland 

Winds of Rath 


URZA'S 


Absolute Grace, Law 75 


Abundance 
Angelic Chorus 
Arcane Laboratory 


Argothian Enchantress 


Argothian Wurm 
Blanchwood Armor 
Catastrophe 
Child of Gaea 
Chimeric Staff 
Cintinul Centaurs 
Cintinul Flute 
Contamination 
Cradle Guard 
Crater Hellion 
Dark Hatchling 
Darkest Hour 
Diabolic Servitude 
Dragon Blood 
Drifting Djinn 
Eastern Paladin 
Endless Wurm 
Energy Field 
Exploration 
Fluctuator 

Fog Bank 

Gaea's Cradle 
Gamble 

Gilded Drake 
Glorious Anthem 
Grafted Skullcap 
Great Whale 
Greater Good 


E Item 


Retribution... 
Reveka, Wizard Savant...U 
Root Spider..... 


Serra Inquisitors. 
Serra Paladin... 
Serrated Arrows 
Soraya the Falconer 
Spectral Bears..... 
immerian Fiend: 
Truce. 
Veldrane of Sengi 
Wall of Kelp... 
Willow Priestess.. 
Winter Sky 
Wizards’ School 


Complete Set. 
Booster Display 
Booster Pack... 
Typical Common. 


Arcane Denial 
Ashnod's Cylix 
Balduvian Dead 
Balduvian Horde 


ASIC 


2.50 
1.00 
1.50 
9.00 
6.50 
3.00 
3.00 


Herald of Serra 
Hidden Predators 
Til Gotten Gains 
Intrepid Hero 
Karn, Silver Golem 
Lifeline 
Lightning Dragon 
Lotus Blossom 
Lurking Evil 
Mishra's Helix 
Morphling 
Opal Archangel 
Opal Titan 
3.50 Pariah 
6.00 Persecute 

ote Phyrexian Coloss 
5.00 Phyrexian Process 
4.50 Planar Birth 
3.00 Priest of Gix 
5.00 Scortia Wurm 
3.00 Serra Avatar 
3.00 Shivan Gorge 
1.00 Shivan Hellkite 
3.50 Show and Tell 
3.00 Smokestack 
4.00 Sneak Attack 

ta) Somnophore 
Soul Sculptor 
Stroke of Genius 
Sunder 
Temporal Aperture 
Thran Quarry 
Thran Turbine 
Time Spiral 
Titania's Chosen 
Voice of Law, Grace 
Voltaic Key 
Western Paladin 
Wildfire 
Worship 
Yagmouth's Will 
Zephid 


6.00 
3.50 
1.50 


High Med Low TR 


Item 


Balduvian Trading Post...R 
Bounty of the Hunt... 
rowse.. 
Burnout. 
Chaos Harlequin 
Contagion... 
jeadly Insect... 
Death Spar! 
Diminishing Returns. 
Diseased Vermin . 


Elvish Spirit Guide 
Energy Arc a 
Exile .... aR 
alse Demise... 

atal Lore.. 


east or Famine.. 
Floodwater Dam.. 
Force of Will... 

Gargantuan Gor'll 
Gorilla Shama 
Guerrilla Tactics... 
Gustha's Scepter. 
Hail Storm... 
Heart of Yavimay: 
Helm of Obedienc 
Inheritance... 
Ivory Gargoyle sess R 
Juniper Order Advocate..U 


Keeper of Tresserhon 
Kjeldoran Home Guard....U 
Kjeldoran Outpost 
Krovikan Horror. 
Krovikan Plague... 
Lake of the Dead 
Library of Lat-Nam.. 
Lim-Diil's Paladin 
Lim-Dul's Vault... 
Lodestone Bauble 
Lord of Tresserhorn... 
Misfortune... fe 
Mishra's Groundbreaker 
Misinformatior 
Mystic Compass.. 
Nature's Blessing 
Nature's Chosen. 
Nature's Wrath. 
Omen of Fire 
Phantasmal Sphere... 
Phelddagri 
Phyrexian Devourer.....0 
Phyrexian Portal... 
Pillage.. 
Primitive 


ustice 
Pyrokinesis 
Ritual of tt 
Rogue Skycaptain.... 


Machine. 


Royal Decree... 


Scarab of the Unseen... 
Scars of the Veteran...... 
School of the Unseel 
Seasoned Tactician.. 
Sheltered Valley . 
ere 


Shield Sp 
Sol Grail... 
Soldevi Digger 
Soldevi Excavations 
Soldier of Fortun 
Spiny Starfish..... 
Splintering Wind 
Storm Cauldron... 
Storm Elemental 
Stromgald Spi 
Suffocatio 
Surge of Strengt! 
Sustaining Spirit. 


Tidal Control 
Tornado... 
Unlikely Alliance..... 
Urza's Engine..... 
Varchild's War-Riders.. 
Viscerid Drone... 


High Med Low TR 


5.00 3.00 
00 100 050 
200 100 05 
00 100 050 
60 300 200 
200 100 050 2 
00 020 Ot 
100 100 O51 
700 500 295 2 
00 100 050 
500 400 250 2 
00 100 050 
00 100 035) 
100 100 0.5 
800 600 30 
30 0.10010 
500 350 2.0 
035 «4015 = 010 
400 340 200 
00 300 1.00 2 
6.00 4.00 20 
15 015 0. 
035 0.20 0.10 
400 350 2.00 
1.50 1.00 050 1 
600 4.00 295 2 
1600 1095 495 2 
150 1.00 06 
700 «4500 300 2 
200 1.00 Os 
6.25 4.25 2.00 
6.00 4.00 2.00 
1.00 1.00 0.50 
10.00 «700 4 
3.40 2 
00 05 
10.00 6.0 
600 4.00 250 1 
200 1.00 0,50 
2.0 00 0.50 
§00 4.00 200 2 
900 6.00 4.0 
500 350 20 
10 00 0.50 
2.0 00 05 
15 00 050 1 
10 00 050 
1.0 00 050 1 
500 4.00 2.0 
5 99 2.00 
4.00 300 20 
600 4.00 200 2 
i 00 2.0 
5.00 300 200 1 
3,00 200 1,0 
1 00 05 
15 00 0.50 
§.00 400 2.5 
500 340 2.5 
500 340 28 
10 00 0.50 
00 «61.00 050 1 
10 Oo 0.50 
1.0 00 0.50 
5 3.99 2.50 
50 100 0.50 
3. 00 0.50 
j 5.00 295 2 
700 «500 300 2 
01.00 (0.50 
Ot OO 6050 1 
00 300 200 
6. 62 2.95 
: 00 0.50 
00 0 Ost 
O 0-050 
MO 00 0.50 
700 «4.00 20 
§00 4.00 20 
12.00 800 500 4 
600 300 200 
400 300 200 
400 3.00 2.0 
100 100 050 
200 100 05 
700 4.00 2.50 
af 1.00 0.50 


th 


013 


: Item 


; Wandering Mage.. 
' Whirling Catapult. 
$ Winter’s Night. 
} Yavimaya Ants. 


Complete Set... 
Booster Displa 
{ Booster Pac 
H Starter Display 
dl Starter Deck.... 
Typical COMMON... 


Abyssal Hunter 
Acidic Dagger... 
Afiya Grove. 
Afterlife. 
+ Aleatory 
H Amber Prison.. 
£ Amulet of Unmaking 
Ancestral Memories... 
} Ashen Powder 
4 Asmira, Holy Avenge 
+ Auspicious Ancestor....... 
: Bad River ....... 
H Barbed Foliage..... 
? Barbed-Back Wurm. 
Barreling Attack... 
Basalt Golem... 
+ Bazaar of Wondel 
£ Benthic Djinn... 
$ Blighted Shaman 
£ Blind Fury. 
£ Blinding Light. 
¢ Bone Mask 
¢ Brushwagg 
+ Burning Palm Efreet. 


Canopy 
+ Carrion. 


: Celestial 
; Cerulean Wyvern 
; Chaosphere.... 
! Charcoal Diamond... 
£ Chariot of the Su 
$ Choking Sand 
Cinder Cloud... 
+ Circle of Despair 
$ Consuming Ferocity, 
¢ Coral Fig 
£ Crash of 
$ Crimson Hellkite. 
£ Crimson Roc.. 
+ Crypt Cobra... 
H Crystal Golem. 
: Crystal Vein.... 
; Cursed Totem 
: Cycle of Life. 
i Daring Apprentic 
$ Decomposition... 
: Delirium... 
£ Discordant Spirit 
£ Dissipate... 
} Divine Retributio 


i Dwarven Mine 
: Early Harvest 
+ Elixir of Vitality... 
; Emberwilde Caliph .. 
; Emberwilde Djin 
: Energy Bolt... 
; Energy Vortex 
Enlightened Tuto 
; Ersatz Gnomes... 
i Ether Well 
£ Ethereal Champion. 
2 Fallow Earth . 
} Favorable Destin 
= Femeref Archers 
¢ Final Fortune 
ire Diamond 
lame Elemental 
i Flash... 


High Med Low TR 


5.00 
4.00 
4.00 
2.00 


3.20 
2.25 
3.00 
1.00 


2.00 
0.95 
2.00 
050 


$250 $200 $125 
5 89 8 
300 295 250 2 
100 «= 90S 80 3 
900 895 765 3 
025 0.10 0.05 
$5.00 $3.25 $199 1 
6.00 300 200 
400 300 200 
170 1.00 0.25 
1.00 0.75 0.25 
5.00 4.00 200 2 
400 300 199 
500 4.00 2.00 
500 300 1.99 
5.00 300 199 
400 300 1.50 
1.00 0.75 030 
1.00 075 0.25 
1.00 075 0.25 
400 300 1.99 1 
1.00 099 0.30 
6.00 4.00 200 2 
5.00 300 2.00 
1.00 0.75 0.25 
1,00 0.75 0,25 
400 075 0.25 
400 300 200 
400 300 200 1 
1.00 075 0.25 
700 510 200 3 
700 500 300 2 
600 300 199 
8.00 6.00 300 2 
1000 725 295 2 
4.00 099 025 1 
500 3.00 2.00 
200 100 0.50 
100 075 0.25 1 
0.30 0.10 0.05 
1.00 075 0.25 
500 300 199 
1.00 075 0.25 
100 075 025 1 
030 010 005 1 
1000 750 300 2 
00 075 0.25 
00 075 0.25 
1.00 075 0.25 
59 «(1.00 030 
500 400 200 2 
400 3,00 1.99 
6.00 300 1.99 
00 075 0.25 
00 1.00 0.25 
500 3.00 2.00 
300 150 050 2 
400 300 1.50 
1.00 075 0.25 
200 075 0.25 
500 300 1.50 2 
100 0.75 0.25 
500 300 2.00 
500 4.00 2.00 
600 375 200 
500 325 2.00 
3 00 0.50 
1 00 0.25 
1.00 075 0.25 
5.00 300 2.00 
1 75 0,25 
4.00 075 0.25 
2 00 0.25 
1000 700 300 2 
200 100 050 
100 075 0.25 
5 


065 


> Item 


Flood Plain... 
+ Floodgate.... 
: Foratog...... 
} Forbidden Crypl 
+ Forsaken Wastes. 
+ Frenetic Efreet 

Goblin Scouts.. 
Goblin Soothsayer, 
Grasslands... 


all of Gemstone . 


larbinger of Night. 
larbor Guardia 
armattan Efreet 


azerider Drake.... 
ivis of the Scale.. 
orrible Horde: 
igneous Golem 
icit Auctio 
jumination 
+ Incinerate.. 
Infernal Contract. 
+ Iron Tusk Elephant 
; jabari's Influence 
; olrael's Centaur. 
; Jungle Patrol... 
: jungle Troll 

| Kaervek’s Hex.. 
} Kaervek's Purge... 
} Kaervek's Torch 
$ Karoo Meerkat 
+ Kukemssa Pirates 
} Lead Golemn.... 
+ Leering Gargoyle. 
+ Lion's Eye Diamond. 
+ Locust Swarm 


The bestselling card at All Star Baseball has so far been Sol Ring. The reason is the price of 


lammer of Bogardan...... 


faunting Apparition........U 


High Med Low TR +/ 


100 075 030 
100 075 0,25 
100 0.75 0.25 H 
600 300 200 2 : 
6.00 500 200 2 : 
600 413 200 4 i 
100 099 0.25 : 
1 75 0.25 ; 
100 0.75 0.30 : 
500 300 199 i 
1500 800 295 3 ; 
500 300 200 ; 
500 400 200 2 H 
16.00 1200 5:00 
500 300 200 1 H 
100 075 0.25 
100 075 0.25 
1.00 075 0.25 
1.00 1.00 0,25 
500 300 200 
100 075 0.25 
100 0.75 0.25 
500 325 1.50 
1.00 075 0.25 
050 015 0.05 : 
500 400 200 2 
100 075 0.25 
5.00 3.00 2.00 H 
030. On 0.05 
400 300 1.50 

0.75 0.25 

075 0.25 1 
00 075 0.25 
050 O11 0.05 

0.75 0.25 
500 300 1.50 ; 
00 075 025 ; 
400 300 2.00 ; 
500 375 200 2 

0.75 0.25 


H Nettletooth Djinn... 
$ Nocturnal Raid 
$ Null Chamber... 


: Paupers’ Cage 


: Polymorph....u. 
+ Preferre 
+ Prismatic Boon 


A Purgatory ... 
} Purraj of Urborg... 
+ Quirion Elves... 


+ Ravenous Vampire 
+ Razor Pendulum.. 
: Reckless Embermage.... 
¢ Reflect Damage... 


H Rocky Tar P 
} Roots of Life 


{ Sawback Manticore.. 


{ Shadowbane. 
$ Shallow Grave. 


Item 


ainful Memories.. 
atagia Golem. 


Pearl Dragon... 
Phyrexian Dreadnought... 
hyrexian Purg 
hyrexian Tribute. 


DD 


Political Tri 


Selectio 


rismatic Lace 
sychic Transf 


‘adiant Essence . 
‘ashida Scaleban 


‘eparations 
‘ck Basilisk... 


Sealed Fate... 
Seeds of Innocence. 


§3.00 for one of the strongest cards in the game! 


Standard is the format played most at my store but Sealed Deck is the most looked-forward- 
to. People can come to my store with no deck and little game play experience and still com- 


High Med Low TR 


200 100 050 
100 075 025 

6 400 1.99 
100 0.75 0.25 

1 0.75 025 
600 300 2 

1 505 300 2 

1000 700 300 3 
4 300 1 

400 300 1.99 

1 075 0.25 
al 400 199 2 
5 3.00 21 

i 3.00 1.99 
100 0.75 0.25 
500 300 19 

500 340 1.50 

5 3.00 1,50 

5 3.00 2.00 
035 010 0.05 
00 075 025 

5 399 2.00 
$9 100 025 
600 300 2.00 

i 3.00 1.99 
600 4,00 2.00 
00 075 025 
00 1.00 0.25 
§00 300 2.00 
600 300 200 1 
00 075 030 1 
00 6075 025 

10.00 800 295 2 
00 6075 030 
200 100 030 
600 300 2.00 
59 «1.00 0.25 
500 300 1,99 
1.00 1.00 0.25 
§00 4.00 200 2 


pete with the best, Sealed Deck really puts your game to the test. 


i Mana Prism... 
: Mangara’s Blessing 
: Mangara’s Equity 
+ Mangara’s Tome.. 
Marble Diamond.. 
2 Maro 
Med 
i Melesse Spirit 
} Mind Bend... 
H Mind Harness 
} Mindbender Spores 
} Mire Shad 
} Misers’ Cage. 
Mist 


$ Mountain Valey.. 
} Mtenda Griff 
: Mystical Tutor 
+ Natural Balance. 


£  Shauku’s Minion... 
600 300 200 $ Shauku, Endbringer 
100 075 025 AS 
200 1.00 0.25 } Sidar Jabari.. 
100 075 0.26 } Sirocco..... 
5.00 300 2,00 Sky Diamond 
200 1.00 0.50 2 Soul Echo. 
800 600 300 3 2 Soul Rend. 
00 075 0.25 Spatial Binding... 
59 1.00 025 ? Spectral Guardia 
200 1.00 030 2 Spirit of the Nigh 
4.00 075 0.25 $ Stupor... 
400 300 200 = Subterranean Spirit 
(100 075 0.25 $  SUNWED..nn 
500 300 200 Superior Numbers... 
00 600 300 3 £ Sugita Firewalker.. 
200 1.00 050 } Tainted Specter. 
00 075 030 $ Taniwh 
} Teeka’s Dragon.. 
+ Teferi’s Imp... 
2 Teferi’s Isle 


500 300 1.99 
500 4.00 200 
600 300 200 1 

50 1.00 0.25 
200 100 0.50 
6 3.00 ai 

00 075 025 

O 75 0.25 
5 3.00 2.00 
10.00 725 300 3 
2.01 00 0.35 
5.0 25 2.00 
600 300 2.00 

00 075 025 
2.01 00 030 
500 300 1.99 
700 «4.00 200 2 
800 6.00 295 2 
400 300 150 
500 300 200 


tf 


High Med Low TR + Item High Med Low TR */- : Item High Med Low TR + 


2 Phyrexian Marauder. 


felim’Tor..... $00 300 200 1 : = Firestorm Hellkite 800 680 300 ~R 7g 3.75 50 | 
elim’Tor’s Da 075 0.25 ONS = Flooded Shoreline 5.00 363 1.50 1 = Pillar Tombs of AKU..u.uR 6 5.00 3.00 
jelim’Tor's Edi 00 300 1.50 = Forbidden Ritual 500 400 1.99 = Prosperity... .U 200 1.00 050 | 
Tidal Wave... 0 075 «025 Complete Set $75 $150 «$85 3 : Foreshadow.... 10 00 050 = Pygmy Hipp wR 500 4.00 20 
lombstone Stairwell 400 200 2 Booster Display 12 95 80 > Goblin Recruite 1.00 1.00 050 Quicksand ... 2.00 00 05 
forrent of Lava Booster Pack... 459 299 269 2 Griffin Canyon .. 600 400 200 > Quirion Druit 5.00 4.0 99 
ropical Storm Typical COMMON... 0.25 014 0.10 Guiding Spirit. 500 4.00 1,99 : Rainbow Efreet..... 700 «5.00 300 3 
ktabi Wildcat Heat Wave. 1.0 00 0.50 Relentless Assault... 1200 9.00 4.00 2 } 
nerring Sling Aku Djinn... $700 $5.00 $250 2 Helm of Awakening... 2 00 050 Relic Ward ...susensunse 1.00 1.0 5 | 
: Anvil of Bogardan 6. 475 200 2 Honorable Passage... 2.01 00 50 1 Retribution of the Meek.R 500 4.00 200 } 
af 4 Archangel a 700. 3.75 2 Hulking Cyclops 1.25 1.00 050 Righteous War.. 600 4.0 eh) 1 
nyaro Bee Sting 1.00 25 Army Ant 125 100 050 035 0.20 10 0 River Boa...... 50 0.20 10 0 
nyaro Griffin. 1.00 099 025 1 : Blanket of Night 200 1.00 0.50 “Heart Chimera. 1.0 00 5 Rowen...... 5.00 4.00 200 1 
Vaporous Djinn 1 75 0.25 ; Bogardan Phoenix $00 400 200 2 Juju Bubble 1 00 05 Sands of Time... 6.00 4.00 200 2 
Ventifact Bottle $00 3, 2.00 2 Brass-Talon Chimera 1 1.00 0.50 Jungle Basin... 1 00 05 Scalebane’s Elite... 1.50 1.0 50 
Vigilant Martyr 100 0.75 0.25 3 Breathstealer's Crypt 6.00 4.00 2.0 Kaervek’s Spite..... 600 400 150 2 : Shimmering Efree! 25 1.00 50 1 
Vitalizing Cascade 1 .75 0.25 : Brood of Cockroache 1 085 0.50 Kar00.... 100 100 05 = Simoon.... 100 100 05 
8 640 395 3 4 Chronatog.... 600 463 300 2 Katabatic Wind: 5 400 1.99 : Snake Baske 00 600 300 3 
200 1 25 2 City of Solitude Tl 800 4.00 3 2 Kookus.... 500 400 20 2 Spitting Drake..... 00 60.85 0.50 
Waiting in the Weeds 5.01 00 «200 1 > Coral Atoll 1 1.00 050 1 : Kyscu Drake. 1 1.00 50 : Squandered Resources... 00 5.00 00 3 
Warping Wurm 500 300 199 1 ? Corrosion 500 345 18 ? Lead-Belly Chimer 100 1.00 05 ? Stampeding WildebeestsU 2.00 100 060 
Wave Elemental 1 75 .25 = Creeping Mold.. 200 1.00 050 1 4 Lichenthrope..... RI 310 1.5 = Suleiman's Legacy... $00 4.00 200 2 
Wellspring... 400 300 199 1 = Crypt Rats... 029 015 010 0 2 Lightning Cloud R500 400 2.00 2 Summer Bloom U 1,00 100 05 
Wildfire Emissary. 2.49 1.00 0.35 : Daraja Griffin 1 1.00 051 A Longbow Arche! U 200 1.00 5 4 Sug'Ata Assassi 25 00 60.50 
Windreaper Falcon 1 075 0.25 1 ? Desertion 8 6.00 300 2 : Magma Mine. WU 3.00 = 1.00 5I 2 Suq/Ata Lancer. 18 010 0 
Withering Boon 1 75 0.25 = Desolation... 100 100 050 1 = Man-o'-War. 050 020 010 0 : Talruum Pipe ! 85 050 1 
Worldly Tutor... 200 1.00 0.50 z Diamond Kaleidoscope...R  §.00 350 200 1 : Matopi Goler 4 00 085 050 1 = Teferi’s Honor Guard .. 100 100 050 t 
Yare.... §.00 300 199 1 : Dormant Volcan 100 100 O51 ; Miraculous Recovery....... U 00 0.50 : eferi’s Puzzle Box. i ii 00 = 2.00 
Zebra Unicor 1.00 075 0.25 ¢ Dragon Mask.... 100 1.00 05 ? Mob Mentality 1 85 0.50  Teferi’s Real R 500 345 199 1 
Zhalfirin Commander 1 00 025 1 A Dream Tides 1.00 1.00 050 : Mundungu.... 50 1.00 50 1 : Tempest Drake... 15 00 08 
Zirilan of the Claw... 5, 400 2.00 : Elephant Grass. i 150 1.00 050 1 3 Natural Orde 6. 475 200 2 2 Three Wishe Hs 400 151 
Zombi ; 1 75 0.25 Elkin Lair R500 399 200 1 : Necromancy.. 2.00 1.00 50 1 2 Time and Tide.. 1 00 08 j 
Zuberi, Golden Feather.... + A : Equipoise R600 4.00 200 2 : Necrosavant.. 6.00 400 20 : in-Wing Chimera. ay 00 0.50 { 
? Everglades... U 4,00 1.00 050 2 Nekrataal... 00 200 050 2 E Tithe an 600 500 200 3 { 
¢ Eye of Singularity nm 5.00 4,00 1.99 ? Ogre Enforce 600 400 1.99 : Triangle of War. 500 345 199 1 
= Femeref Enchantress.....R 500 340 1.50 = Ovinomancer 00 100 050 1 = Uktabi Orangutan .. 200 1.00 050 2 
3 C 050 020 O10 0 = Peace Talks.. 150 1.00 050 1 ? Undiscovered Paradis 1000 750 4.00 4 
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Viashino Sandstalker....... 
Viashivan Dragon... 
Vision Charm .. 

Wand of Denial 
Waterspout Djinn. 


Complete Set 
Booster Display. 
Booster Pack... 
Typical Common... 


Acther Flash... 
Agonizing Memories... 
Alabaster Dragon >| 
Ancestral Knowledge...... 
Arctic Wolves. 

Argivian Find... 

Argivian Restoration . 


Chimeric Sphere .. 
Cinder Giant... 
Circling Vultures... 
Cloud Djinn 


Dwarven Thaumaturgist . 
Empyrial Armor... 
Ertai’s Familia 
Fallow Wurm... 
Familiar Ground . 
Fervor... 

Festering Evil. 

Fire Whip... 
Firestorm... 
Foriysian Brigade 
Fungus Elemental 
Gaea’s Blessing... 
Gallowbraid.... 
Gemstone Mine... 
Gerrard's Wisdom 
Goblin Bomb.. 
Goblin Grenadiers 
Harvest Wurm... 
Heart of Bogardan... 
Heat Stroke... 
Hidden Horror 
Hurloon Shaman 


Jabari’s Banner... 
Lava Hounds. 

Liege of the Hollows 
Ulanowar Behemoth 


Maraxus of Keld.. 

Master of Arms. 

Mind Stone... 
Mischievous Poltergeist .U 
Mistmoon Griffin.... 
Morinfen 

Muwonvuli Ooze. 

Nature's Resurgence... 


a 


=) 


1 
1 
1 
1 
3 
aK 
4 
5 
5 
1 
4 
1 
1 
1 
1 
1 
3. 
5 
1 
1 
0. 
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Necratog 

Noble Benefactor. 
Null Rod.. 

Odylic Wraitl 
Orcish Settlers. 
Paradigm Shift 
Peacekeeper 
Pendrell Mists... 
Phantom Warrior .. 
Phyrexian Furnace 
Psychic Vortex. 
Relearn 

Revered Unicorn... 
Roc Hatchling... 


Serenity 

Serra’s Blessin 
Serrated Biskelion. 
Southern Paladin... 
Steel Golem... 


Thundermare.... 
Timid Drake..... 


Touchstone. 
Tranquil Grove 
Urborg Justice 
Urborg Stalker 
Veteran Explorer... 
Vodalian Illusionist 
Volunteer Reserves: 
Wave of Terror. 
Well of Knowledg 
Winding Canyons 
Xanthic Statue. 


Complete Set . 
Booster Displa 
Booster Pack.. 


Typical Common. 


Abandon Hope 
Altar of Dementia 


Ancient Runes 
Ancient Tomb.. 
Angelic Protector 
Apes of Rath.. 


Barbed Sliver. 
Bellowing Fiend . 


Charging Rhino... 


Cinder Marsh 

Clot Sliver.. 

Coffin Queen.. 

Cold Storage. 

Commander Greven iHVecR 
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Corpse Dance... 
Counterspell 
Crazed Armodot 
Cursed Scroll.... 
Dauthi Embrace 
Jauthi Ghoul 
Dauthi Horror... 
Dauthi Mercenary. 
Dauthi Mindripper 
Dauthi Slaye 
Deadshot..... 

Death Pits of Rath 
Diabolic Edict... 
Dirtcow! Wurm 
Disenchant.. 
Dismiss... 
Dracoplasm. 
Dread of Night. 


Eladamri, Lord of Leaves! 
Elven Warhounds... 
Elvish Fury . 
Emerald Medallion 
Emmessi Tome 
Energizer... 
Enraging Licid 
Ertai’s Meddling... 
Escaped Shapeshifte 
Essence Bottle 


Fevered Convulsions......J 
Field of Souls... 
Fighting Drake. 
Firefly... 
Fireslinger .. 
Failing Drake .. 
Flickering War 
Flowstone Salamander... 
Flowstone Sculpture 


Fugitive Druid .. 
Furnace of Rath... 
Fylamarid ... 
Gallantry... 
Gerrard's Battle Cry 
Ghost Town 

Goblin Bombardmen 
Grindstone...... 

Hand to Hand 
Hanna's Custody... 


Heartwood Giant. 
Heartwood Treefolk... 
Helm of Possession .. 
Horned Sliver.. 


Jet Medallion.. 
Jinxed Idol 
Kezzerdrix. 
Kindle... 
Knight of Dawn... 
Knight of Dusk 
Krakilin. 
Leeching Licid 
Legacy’s Allur 
Legerdemain.. 
Light of Day... 


Lobotomy . 


= Lotus Petal 
: Maddening Imp... 


Magmasaut 
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00 500 


1.00 050 


500 3.00 


00 1500 850 


1.00 
1.00 


025 0.10 


1.00 
1.00 
0.25 
3.00 
5.00 
0.25 
5.87 
0.25 
1.50 
4.50 
1.00 
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Magnetic Web .. 
Mana Severance... 


: Marble Titan 


PeeasaeseeeOenenenaeensuneeneneaenensnsuaeaueneneanes. 
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3 Searing 
+ Segment 


Mawcor.. 

Maze of Shadows 
Meditate 

Metallic Sliver.. 
Mindwhip Sliver... 
Minion of the Wastes. 
Mirri's Guile 
Mnemonic Sliver... 


Mogg Hollows... 
Mogg Squad 
Mongrel Pack .. 
Muscle Sliver... 
Nature's Revolt. 
Needle Storm... 
No Quarter. 
Nurturing Licid 
Opportunist 
Oracle en-Vec. 
Orim’s Prayer... 
Orim, Samite Healer...... 
Overrun 


Patchwork Gnomes... 
Pearl Medallion 


Phyrexian Hulk. 
Phyrexian Splicer. 
Pine Barrens... 


Puppet Strings. 
Quickening Licid .. 
Rain of Tears.... 
Ranger en-Vec 
Rathi Dragon... 
Reanimate.. 


Reflecting Pool 
Renegade Warlord 
Repentance... 
Rolling Thunde! 
Root Maze 
Rootbreaker Wurm... 
Rootwater Depths. 
Rootwater Diver... 
Rootwater Matriarch 
‘ootwater Shaman... 
Ruby Medallion... 
Sacred Guide. 
Safeguard.. 
Salt Flats.... 
Sapphire Medallion... 
Sarcomane: 
Scabland..... 
Scalding 
Scorche 
Scragnoth... 
Screeching Harpy 
Scroll Ra 


i Selenia, Dark Angel.. 
= Serene Offerin 
3 Shadowstorm. 


3 Skyshroud Condo! 


Skyshroud Elf 


2 Skyshroud Forest. 
= Skyshroud Vampire .. 
2 Soltari Crusader. 
2 Soltari Emissary. 

£ Soltari Guerrillas 

=  Soltari Monk... 


Soltari Priest.. 
Souldrinke! 


: Spirit Mirror 
+ Spontaneous Combustion. 
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www.wizards. vein i SRR . Ree 
The Gathering? Questions? (800) 324-6496 Sager Available Now 


a : ay Available in 60-card preconstructed decks and 15-card booster packs i ih : ve 


“YOU HAVE ONLY BEGUN TO DISCOVER YOUR POWER.” 
- DARTH VADER 


THE RULES, VERSION 2.0. READING THEM IS THE 
FASTEST WAY TO BE COME A ‘KNOW-IT-ALL’ 


FLOAT A REFINERY AT THE NEW, 
IMPROVED CLOUD CITY 


- THEY'RE HERE.. 


TIE TIE FIGHTERS. IT's A_ 
BLACK TIE AFFAIR 


F | 
DARK SIDE STARTERS. LIGHT SIDE STARTERS. | 
CHOOSE YOUR WEAPON 


Swoops. NEW TOYS IN THE SANDBOX 


NEW TO THE GAME? STARTER DECKS 
CAN BE PLAYED OUT OF THE BOX 


VisiT CORUSCANT, THE EMPEROR'S BACK YARD 
AND LEARN TO PLAY STAR WARS CCG 


Bey vioNn 


A NEW CARD TYPE. TURN YOUR 
STRATEGY AROUND 


a ee 


NEW VERSIONS OF THE MAIN CHARACTERS. YOU OVER 300 CARDS MAKE THIS THE LARGEST 
CAN NEVER GET ENOUGH OF A GOOD THING STAR WARS CCG EXPANSION TO DATE 


IF IT's IN YouR HEAD 11's 1n HERE 


THE STAR WARS™ CUSTOMIZABLE CARD GAME” 


SPECIAL EDITION” 
Available this Fall; Limited Edition 9-Card expansion packs, 
60-Card light side starters, 60-Card dark side starters 


DEG Pe HIE RP ' 
The Art of Great Games? www.decipher.com 


© Lucasfilm Lid. & TM. All rights reserved. Used under authorization by Decipher Inc. TM, ® & © 1998 Decipher Inc. All rights reserved. Decipher Inc. Box 56, Norfolk, VA 23501. 


